Windows ® 95 CD-ROM Data Card 



READ ME FIRST! 


We know you're anxious to begin Panzer General ii, but before you do, please be sure 
that your system meets the following minimum system requirements: 

• Pentium 90 MHz IBM PC or compatible 
•16 MB of RAM 

• Windows® 95 - NOTE: This is a Windows 95 game and shouid not be piayed on Windows^ 

NT systems. Muititasking is not recommended when piaying Panzer General it 

• An Uncompressed hard drive with at least 25 MB free 

• A 4X CD-ROM drive or faster 

• A SVGA video adapter with 1 MB of memory and a Color SVGA Monitor 

• A 100% Microsoft (or Logitech) compatible mouse 

• Microsoft mouse driver version 9.00 or higher or Logitech mouse driver version 6.24 or higher 

in addition to the basic system requirements, the game requires that DirectXS be 
installed to your hard drive. The option to install DirectXS appears during the game 
installation. At the end of installation, you will be prompted to register Panzer General 11 
electronically, to receive a free scenario. 

INSTALLING THE GAME 

You must install Panzer General II game files to your hard drive and have the Panzer General 
II CD in your CD-ROM drive to play this game. 

To install the game, insert the CD into the CD-ROM drive. When the pop-up window appears, 
click on the Install option. If you have disabled the Windows 95 Autorun, or if it does not func- 
tion, Explore the CD and double click on the Setup icon. 

If you experience problems during installation, please refer to the "Troubleshooting" 
section of this data card. Additional information regarding sound and video setup can 
be found there. 

STARTING THE GAME 

Insert the Panzer General II CD into your CD-ROM drive, and select Play from the pop-up window. 
For users that have disabled the Windows 95 Autorun feature, or if it does not function, open 
the PG2 program folder from your Windows 95 Start button and click on the PG2 icon. 

For complete and specific “how to play” information, please refer to the User Manual. Any 
notes regarding changes made to the game made after the User Manual was printed, and 
any rules errata can be found after the “Troubleshooting” section. Some changes were 
made too late to include in this data card. Please read the README.TXT file in your game 
directory for more information. 


NOTICE 

Several changes were made to the game after the User Manual was printed. 
Refer to the README.TXT file for complete listings of up to date Information. 






UNINSTALLING THE GAME 


Verifying DirectX Video / Sound Card Drivers 


To uninstall the game, choose Settings from the Windows 95 Start button and select Control 
Panel. In the Control Panel, select Add/Remove Programs, left-click on PG2, and click on 
the Add/Remove button. The game and all of its components are then removed from your 
hard drive, except for your saved games or edited scenarios. 

SAVING GAMES 

Panzer General II requires space on your hard drive for saved games and temporary files. 
Each saved game can take up to 1 MB of hard drive space. 

ELECTRONIC REGISTRATION 

If you did not register your copy of Panzer General II after installation and wish to do so later: 

1 . From your desktop select the Start button, click on Programs, click on PG2 and click on 
Register for Free Stuff. 

2. Follow all on screen prompts. 

Note: If you register electronically, or via the registration card, you will be provided with a code 
to unlock the scenario Caging The Bear, a hypothetical scenario in which the Americans and 
theBritish, along with the remnants of the German Army, attempt to push the Soviets out of 
Eastern Germany. 


TROUBLESHOOTING 


This section provides you with several easy steps to solve some common problems. 

SOUND AND VIDEO CARDS 

Some sound and video cards are not supported by Windows 95 and DirectX. If you do not 
have the following sound or video cards, the game may not work. 

DirectX Supported Sound Cards: Aztech, Creative Labs, ESS, Media Vision, Microsoft 

DirectX Supported Video Cards: ATI, Chips @ Technologies, Cirrus Logic, Matrox, S3, 
Tseng Labs, Western Digital, 3Dlabs, ATI, Creative Labs, Rendition 

DirectX 5 Setup 

This game requires DirectX 5. If you do not have DirectX 5, then it can be installed from the 
CD. Explore the game CD and open the REDIST folder. Double click on Setup to start the 
DirectX 5 install. 

DirectX DISCLAIMER 

Panzer General II utilizes Microsoft’s DirectX sound and video drivers. DirectX is a 
programming tool created by Microsoft, and the installation of DirectX may cause video prob- 
lems and system anomalies with computers using video drivers that aren’t DirectX compliant. 
DirectX is a Microsoft product, and as such, SSI cannot be responsible for changes that might 
occur to your computer system due to its installation. For DirectX related problems that cannot 
be fixed by updating to your video card’s latest Windows 95 driver set, you must contact either 
Microsoft or the manufacturer of your video card for further technical support or service. 

Microsoft retains all intellectual property rights to DirectX. The user has been granted a limited 
license to use DirectX with Microsoft operating system products. 


To verify that your sound and video drivers are DirectX 5 certified, follow the steps below. 

1 . Click on the windows Start button (usually found in the lower left corner of your screen). 

2. Click on Run. 

3. In the open field, type the command: C:\progra~1\directx\setup\dxsetup.exe then click on OK. 

4. Make sure all drivers say “Certified" next to them. 

If any of your drivers are not DirectX certified, you should contact the hardware manufacturer 
and see if they have certified DirectX 5 drivers. 

Reinstating Windows 95 Video Drivers 

If you find that there is a problem with your display after you have installed DirectX 5, you can 
reinstate your old video drivers by following the instructions below: 

1 . Click on the windows Start button (usually found in the lower left corner of your screen). 

2. Click on Run. 

3. In the open field type the command: C:\progra~1\directx\setup\dxsetup.exe then click on OK. 

4. Click on the Restore Display Drivers button. 

This may require that you have the disk containing your original drivers. 

Panzer General II WEB SITE 

In addition to the SSI web page, there is a web site exclusively for Panzer General II which 
provides background information for the game. You can reach the web site at 

http://www.panzergenerai.com. 

CAMPAIGN PLAY TIPS 

As you progress through a Campaign, you will receive Prestige for winning battles and captur- 
ing Supply Points, Cities and Airfields. Prestige is used to Requisition units, take 
Replacements, Upgrade units, and make Experienced units stronger. Understanding how and 
when you use prestige is a key ingredient to a successful career as a Panzer General. 

Key Concepts 
Core Units 

When you begin a campaign, pay particular attention to units with black numbers inside their 
strength tags. These are your Core units. Core units accompany you to all your battles, gain- 
ing experience as you progress through a campaign. When a battle ends, all your core units 
are brought up to full strength automatically, at no prestige cost to you. 

Core Army Size 

Your army makeup is limited by the amount of prestige awarded you as you progress through 
a campaign. When you win a battle, you are awarded prestige points. You may use those 
prestige points any way you wish between battles, but if you use most of your prestige to buy 
new units, you won’t have much left to upgrade or overstrength your core units. 

Prestige Use 

When you are fighting a battle, you can use prestige to take replacements or to requisition 
(buy) new core units. Between battles you are sent to the field headquarters where, in addition 
to requisitioning new units, you can use prestige to upgrade units, overstrength units, and 
reassign units. (Note again that the only time you can upgrade, overstrength, or reassign units 
is between battles). 

Prestige Decision Points 


continued on next panel 



When you are fighting a battie, you accrue prestige by capturing objectives. This prestige can 
be used to take repiacements and requisition new units, if you wish to maximize your prestige 
award for winning a battie, iimit the amount of prestige you use requisitioning new units during 
the battie. Panzer General II allows you the choice of requisitioning new units to turn the tide 
of a tough battle, at the cost of having less prestige available between battles. Note that taking 
replacements during a battle to bring your units up to strength does not count against the pres- 
tige award given for winning a battle. 

MULTIPLAYER GAMES 

Panzer General II can be played with up to four players over a network or via the internet. 
Detailed instructions for creating or joining a multiplayer game are given below. The game cre- 
ator is given the exclusive ability to set some game options. He or she can change the difficul- 
ty level of each player side by clicking on the up and down arrows. This increases or decreas- 
es the amount of prestige points available to the player during the game. Also, the game cre- 
ator can set a time limit (in minutes) for each turn by clicking on the clock icon and then click- 
ing on the up and down arrows. 

Network Play 

Creating a Network Game 

1 . Make sure your Panzer General II CD is in your CD ROM drive. 

2 Make sure you have a network connection established. 

3. Start the Panzer General II game. 

4. Click on the Multiplayer button from the Start screen. 

5. Click on the Network selection in the Multiplayer screen. 

6. Click on Create. 

7. Enter a name for the game. 

8. Enter your player name. 

9. Choose the number of players (2-4). 

1 0. Select a scenario and start the game when all players have logged in. 

Joining a Network Game 

1 . Make sure your Panzer General II CD is in your CD ROM drive. 

2. Make sure you have a network connection established. 

3. Start the Panzer General II game. 

4. Click on the Multiplayer button from the Start screen. 

5. Click on the Network selection in the Multiplayer screen. 

6. Click on Join. 

7. Enter your player name. 

8. Click on a game name to join. 

9. Your game will start when the creator determines that all players are ready. 

Internet Play 

Many Internet Service Provider's (ISP's) use dynamically assigned IP addresses. This means 
that a user's IP address changes each time they log onto their ISP. If your ISP uses dynamical- 
ly assigned IP addresses, you need two telephone lines to play Panzer General II over the 
Internet (one to log into your ISP, the other to call your opponent and tell him or her what your 
IP address is). Your other option is to play Panzer General II on Club SSI. 

Creating an Internet Game 

1 . Make sure your Panzer General II CD is in your CD ROM drive. 

2. Log onto the Internet using your Internet Service Provider (ISP). 

3. Determine your IP address by double-clicking on the WINIPCFG.EXE file (located in your 
C:\WINDOWS directory). Note the IP address numbers and the location of the decimal 
points. Inform your players of your IP address, if they do not already have it. 

4. Start the Panzer General II game. 

5. Click on the Multiplayer button from the Start screen. 


2218410-250001 


6. Click on the Internet selection in the Multiplayer screen. 

7. Click on Create. 

8. Enter a name for the game. 

9. Enter your player name. 

1 0. Choose the number of players (2-4). 

11 . Select a scenario and start the game when all players have logged in. 


Joining an Internet Game 

1 . Make sure your Panzer General II CD is in your CD ROM drive. 

2. Log onto the Internet using your Internet Service Provider (ISP). 

3. Start the Panzer General II game. 

4. Click on the Multiplayer button from the Start screen. 

5. Click on the Internet selection in the Multiplayer screen. 

6. Click on Join. 

7. Enter your player name. 

8. Enter the IP address of the game host. 

9. Click on a game name to join. 

CLUB SSI™ 

Welcome to a New World of Conflict 

Club SSI™ is a FREE, easy to use, online gaming service 
provided by SSI and Headland Digital Media™ which allows 
you to find Panzer General II players on the Internet. 

Using the Club SSI interface, you can easily chat and cre- 
ate multiplayer games with opponents from around the 
world. To check it out, visit: www.clubssi.com 

To use Club SSI the first time: 

1 . Make sure your Panzer General II CD is in your CD 
ROM drive. 

2. Log onto the Internet using your Internet Service 
Provider (ISP). 

3. Open your web browser (eg. Netscape Navigator™, Microsoft Internet Explorer™). 

4. Go to http://www.clubssl.com/panzer/reg.htm and follow the instructions to register 
an account. 

5. Club SSI will send you an email with your username and password. 

6. Start the Panzer General II game. 

7. Click on the Multiplayer button from the Start screen. 

8. Click on the Club SSI internet play selection in the Multiplayer screen. 

9. Enter your username and password. 

1 0. Use the Club SSI screen to find your opponent(s). 

If you have already received your username and password: 

1 . Make sure your Panzer General II CD is in your CD ROM drive. 

2. Log onto the Internet using your Internet Service Provider (ISP). 

3. Start the Panzer General II game. 

4. Click on the Multiplayer button from the Start screen 

5. Click on the Club SSI internet play selection in the Multiplayer screen 

6. Enter your username and password. 

7. Use the Club SSI screen to find your opponent(s). 


SPECIAL THANKS 

Wolfgang Blum, Ford Ellis, Mark Evans, Michael Kroon, Bruce Mickelson, Keith Morton, 
lx Nichols, Kurt Pernice, Dave Sullivan 
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ir^nxMcncM 

Ddvou hawevuhat it tatesto v\in? 

VMII fic^Tt as a V\£hrmacHt OffioGr, or p ert Ta p s lead yoer cam- 
rades in the ScK/iet /^mry? 'Vbu nray v\anfc to hit the beaches at 
Salerno and IStarmai~Kjy as an /American or British General. No mat- 
ter what path vou dioosa v*3uwill need all v<3Lr stdllstotriurph. 
Ihe «a M-recrf i i "l^reer General" dewses souid Strategc plans arvl 
carries them out with uiswerving oonmritrrEr*. Generals who are 
irKledsivBin»/itably fail. C^nvouforgea battle-wi nringoanrrrarKl 
and cnrK]uer VOLT foes? laYt it time to find oiit? 
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I NTPCCUCnCN 


If you want to get a quick start, rrrfer to the "Tutorial" section of the rranual, 
which begins on page 3. It provides a step-by-step battle plan to farriliarize 
you with the screerrs and basic features of a Panzer Gbmbtal®! I scerrario, arrd 
should help you win part of the first battle of the Blitzkrieg carrpaign. If, how- 
ever, you pjiT^er to farriliarize yourself with the game as a whole; turn to the 
"Basic Screerrs, Menus, and Buttons" and "Came Cbnceprts" sections on pages 
14 and 40, respectively. 

Ttxjr box should corrtain this user manual, a datacard, and a Panzst Ca\BW_ 1 1 CQ 
This user rranual expilains how to prlay and contains itTportant infortTation on 
menus, scerrarios, and unit classes and equipimEnt. To get the game running on 
your corrputer, follow the installation instructions on the datacard. 


I n order to play Panzer (Seneral 1 1 , the game CD trust be i n the CD-FCM drive 

I n Panzer (2b\btal 1 1 , when»/er the mouse ptasses over a button or hex, srrart 
text, describing the area under the cursor, appears in information bars at the 
top and bottom of the screen, or beside the unit or button in question. This 
rrakes identifying buttons and units easy during game play. I n this book, the 
term "click" means moving the mouse peinter to the desired area on the screen 
and pjiessing the Irft mouse button. 

"Right-click" rreans moving the mouse pointer to the desired area and pressing 
the right mouse button. 


For those vJto pilayed the original Patjzht CiveTAL, the sections or praragraphs 
headed by a right- pointing triangle highlight changes and na/v features in Panzst 
C isBTAL 1 1 . This sytTbol is only used for changes and features that tray not be 
imrediately obvious, unlike Multi pilayer Ray and the Scerrario Builder. 


MTRCCUCn CM Custting Sliarted 
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This tutorial is intended to explain basic menus and button functions, and to 
guide you through a sitbII introductory battle For detailed inforrrHtion about 
the menus and options i n PANZff! 1 1 , see the "Basic Screens, F/fenus, and 

Buttons" section starting on page 14; for explanations of various aspects of 
play, see the "Garre Concepts" section starting on page 40; and for detailed 
strategy notes and game play hints, see the READIVE.TXr file located in your 
F¥MSiazfs2 directory. 

SarS rgltiEfRfeci'i^ 

From the PANZffi CisBiaL 1 1 aart screen, click on the Play 3 Scenario button, 

the Irft-rmst button in the row This brings up the aenario Selection 
screen. Ch the left side of the screen are two windows; the upper window should 
be blank, and the lower contains an alphabetical listing of the scenarios Qick 
repeatedly on the down arrow button, or click on the scroll bar slider, atnd hold 
down your trouse button as you drag the slider down. ISbar the etod of the list 
you should see the Tutorial scenario listed. Qick on Tutorial, and a description of 
the scenario appears i n the upper w ndow along with the nurrber of players the 
scenario was designed for, and the nurrber of turns it lasts 


3 


TUTCRALj aarting The Tutorial 


Scenario 

Description 


Scenario 

Listing 



Player 

Control 

Buttons 


Prestige 

Adjustment 

Windows 

Return to 
Start Screen 

Play 

Sc^ario 


Ch the right side of the screen, flags indicating the Axis and the Spanish 
Ftepublican forces have appeared next to the Player Control buttons Flight now 
the Axis is selected for the hurran player, indicated by the depressed gold-tone 
button. The Spanish FtepubI lean forces are control led by the Al , si nee the com- 
puter icon is depressed and highlighted in gold. You can switch the settings if 
you like; but return them to the default brfore beginning the scerario. 

Next to the flags are windows giving the prestige percentages for each side 
Prestige is a treasure of how you ate viewed as a corrmander by your superi- 
ors; the rmre prestige you have; the rrore resources are at your disposal. 
Essentially, i n Panzer C^ffiAL 1 1 it functions as rroney; prestige points allow you 
to buy additioral units and equipment, as well as restore damaged units Arrow 
buttons on the top and bottom of each Prestige Adj ustrrent wi ndow al low you 
to adjust the percentage up and down. If you lower your opponent's prestige 
setting to 50% the Spanish Ftepublican arrry receives half of the discretionary 
funds they would ordi nari ly receive; Tbu do not need such an advantage i n this 
scenario, so leave the percentages at the default. 

\Ahen you are finished exploring the Scenario Selection screen, be sure that the 
Tutorial scenario has been selected, and that the Ffestige AdJustrretTt and Player 
Control setti ngs are back where they started, then cl ick on the check rreric but- 
ton at the bottom right of the Scenario Selection screen to start the Tutorial. 
If you change your rrind, click on the B<it button, right above the check rtwk 
button, to return to the PANzm Gbsbtal 1 1 aart screen. 


TUTCR ALj aarti ng The Tutori al 
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R^^rglHEfRlcH^ 


lURN 1 

Wien you start a scenario, the Main Garre screen appears, with the Turn panel 
o\/eriaying the lov\er half of the screen. The following information is displayed: 

♦ Axis Turn 1 

Friday, DecetTber 23, 1938 
\Abather: Qoudy 

Briliiant Mctory: 2 Turns Rerreining 
Mctory: 3 Turns Berrai ni ng 
Tacticai Mctory: 4 Turns Retraining 

I n order to obtain a victory, ali objectives trust be held by your forces, which 
rreans that you have troved your forces i nto every hex that is a victory objec- 
tive I n this scenario, your victory objective is the city of Altradrones at hex 
(18,5). I f you capture Altradrones before the end of Axis turn two, you achieve 
a brilliant victory. So long as you capture the city by the end of your fourth 
turn, you still achia/eat least a tactical victory. Briliiant victories provide more 
prestige than reguiar victories or tacticai victories, which is especiaiiy irrpor- 
tant in carrpaign play. 

Qick on the check rrark button to rerrove the Turn panel. 
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TUTCRAtj Playing The Tutorial 


The ivbin Garre screen is dorrinated by the Batti^eld, the rrap of the contested 
area. At the top and bottom of the screen are text bars which provide infoirra- 
tion during play, and at the right is the Cptions rrenu, a \«rtical row of buttons 
which controi various functions in the gama \Aben you rrove your cursor over a 
button, sirart text appears describing the button's function. For detailed infor- 
mation about the Cptions rrenu, see the "Cption Buttons" section on page 21. 

Qjirently the Battirfeld is centered on your selected unit, an infantry unit in 
hex (20,3). As you pass the cursor over the screen, srrart text apjpiears at the top 
of the screen dispiaying terrain types and hex coordinates. If you pass the cur- 
sor over a unit, its designating nurrber appears at the lov\er left of the screen, 
the unit's equipjrrent type ap)pears in the center of the bar, and the unit's 
entnenchrrent vaiue is given at the lower right. Mave your cursor o\er to your 
unit, the 4th Matorized I nfantry Regirrent of the Gth Panzer D vision, designated 
4 / 6 . Its equipjrrent typ^ Fiegular, is given, and it is entrenched at iael zero. 

Right-ciick on this unit, and the Mew Unit panel appears. This displays quick 
statistics for a unit, such as its attack range: its soft and hard attack values, 
and its current arrrrunition and fuel levels. Various unit functions, such as 
rrounting and supjpiy are aiso controi ied from this panel. For detailed infor- 
rration, see the "Mew Unit Panel" section starting on page 27. L^-ciick on 
the Exit button on the lov\er right side to rerrove the Mew Unit panel. 

Move the cursor over your Mctory objective thecity of Alrradrones in hex (18,5). 
It is d^ended by the DMsionai Artillery of the 12th Loyalist DMsion, a 75rrm 
artillery unit wth an entrenchment l»^ of eight. Entrenchirent gives a drfend- 
ing unit bonuses in corrbat, rraking it unwise to attack a unit that is deepily 
entrenched Bei ng attad<sd reduces a unit's entrenchirent, ther^ore the pirudent 
tactic is to attack wth artillery from a distance brfore rroMng in with your other 
troops. Also pjrotecting Alrradrones are three Loyalist infantry units, which need 
to be el i rri rated or cbven off before you can assault the city directiy. 

Softening 143 the dEfensa 

The first step is to dive a gap in the Spanish dd'enses. Move the cursor over to 
your unit 116/6 in hex (21,2), the 10.5 leFH 18 artiliery unit, and idl-ciick to 
select that unit. Now pass the cursor across the screen untii it rests over an 
enerry unit. If that enerry unit is wthin the currentiy selected unit's attack 
rangq an attack reticuie appiears. Cn this reticule are given the expected reduc- 
tions in strength peints for both sides; your projected casuaities are iisted below 
theCerman flag, and your enerry's losses are listed under the Spanish Fteprubiican 
flag. The nurrbers displayed are not guaranteed, but are an estimation of the 


TUTCRAtj Playing The Tutorial 
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strength losses that may be incurred in an attack Left-clicking on an enerry 
unit with the attack reticule o\/er it initiates an attack Normally, if that enerry 
unit's range is sufficient, it rray return fire sirrultaneously. I n this case it car> 
not, because no unit is a/er entitled to return fire upon attacking artillery units. 

I n this case; the enerry infantry unit 2/ 12 in hex (19,4) is the best choice 
since elirrinating it operrs up the widest avenue of attack upon the objective 
city of Almadrones. Left-click on this unit. Gunfire sounds, explosions occur, 
and hop^ully the errerry takes damage Now left-click on your unit 117/6 in 
hex (22,3), a 75rrm artillery unit, arrd again attack errerry unit 2 / 12 . 

^ioluating enerry artillery sn3 | 3o r t. 

1b widen the area of attack it is irrportant to krrock back or elirrinate either 
errerry unit 1/12 or 3 / 12 . Both the 1st in hex (18,4), arrd the 3/12 in hex 
(21,5) can receive artillery support from the 12th /Vtillery in /^madrorres. 
This rrrearrs that any non- artillery unit which attacks these units corres under 
fire from the 12th /Vtillery before it can errgage in an attack /Vtillery units 
provide support when your unit is attacked by an errerry unit within the 
range of the artillery unit. If you right-click on the 12th /Vtillery, the View 
Unit panel appears. Or the top left side of the panel, the display shov\s that 
the 12th /Vtillery has a range of three. Qick on the Exit button to rerrove the 
View Unit Parrel. 
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TUTCRAL Playing The Tutorial 


Looking at the map, you should see that both positions from which you can 
attack the 1/ 12 are within range of the artillery in /XI madrorres, as is an attack 
on the 3/ 12 from hex (21,4) . Howaer, if you attack the 3/ 12 from hex ( 22, 5) , 
to the upper right of the errerry unit, you are out of the 12th /Xrti Mery's range 
This is the best choice for your next rrove 


Close 

Supported 

{Defending unit 
is adjacent to 
artillery) 



Supported 

(Attacking unit 
is within 
artillery range) 


Unsupported 

(Attacking unit 
is outside 
artillery range) 


Select unit 114/6 in hex (22,4). Wren a unit is selected arrd has not yet 
rroved, an area of he>es darkerrs arourrd that unit's hex. The unit is able to 
rrove into any of these he>es by Irft-clickirrg on the destination hex. I n this 
case; rrove the cursor down to hex (22,5) arrd Irft-click This places your unit 
above arrd to the right of the errerry. Now that the 114/6 has rroved, it can 
attack the errerry infantry. Move the attack reticule over 3/12 arrd l^-click 

Sometimes an attack goes very well, arrd you force the unit to retreat; other 
tirres, the errerry can put up a rugged d^errse; doing a considerable arrourrt 
of damage to the attacker while sustaining little strerrgth loss itself. I f errerry 
unit 3/ 12 retreated, you need to take advantage of the openi ng arrd rrove unit 
57//6 to hex (20,4). Hovrever, time is on your side; arrd it is better to wait, 
arrd try to terrpt the errerry infantry into attacking; allow your pionieres to 
entrerrch i rrstead of attack ng. I f errerry 3/ 12 did not retreat, rrove unit 57 // 6 
to hex (21,4). The next turn, you rray choose to attack with one or both of 
these infantry units if the errerry has not already retreated. 

Move the rest of your units closer to thefrorrt, such as unit 4/6 to hex (19,3) arrd 
unit 11/6 to (20,4) or (20,5). Again, it is more pruderrt to refrain from attack 
arrd allow your units to entrerrch. Left-click again on a unit to deselect it. 
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MiA/ing yoLV artillery 

Although artillery units 116/6 and 117/6 have already fined, they can still 
be reselected as they have not yet moved. Reselect unit 116 / 6 . VVhen you 
place the cursor over any of the darkened hexes surrounding the unit, it turns 
into a truck icon. This means that the artillery must be mounted to move If 
you left-click on any of the darkened hexes, the unit turns into a truck, and 
troves to the hex you left-clicked on. Alternately, bring up the \^ew Unit panel 
by right-clicking on the unit. Move the cursor over the Mount - Dismount but- 
ton and Irft-click on it. Your artillery is now mounted and can be moved to 
hex (20,3). 



Vehicle has Organic Transport 


Range 


Remove View Unit Panei 


Mount-Dismount 


Note: Ctice a unit has mo\^, it cannot be dismounted until your next turn, and 
mounted artillery units cannot gi\^ suprpart fire for their allies! 

Mount up unit 117/6 as v\ell, and trove it to hex (21,3). Lrft-click to deselect. 

Notice that the Next Unit button at the top of the Cpotions bar is no longer high- 
lighted. This signifies that all your units have moved. Now is a good time to 
requisition new units b^ore continuing on to the next turn. 


C^lingfor i 



Lrft-clickon the Ftequisition button, the third fromthe top of the Cpotions 
bar. This brings you to the Requisition screen. 
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Ch the left side of the screen are the Unit Qass Selection buttons An arrow 
button at the top 1^ of the screen allows you to toggle betv\een different /Xxis 
countries’ forces. Left-click on the Select Air Defense button at the top of the 
screen. Several icons apprear in the Available Equipment boxes to the right of 
the Qass Selection buttons Qick on one of them and twa things occur: that 
unit's statistics apprear in the Bquiprrent Statistics area of the screen, and 
icons apprear in the Available TranspxDrt boxes underneath the Available 
Equipment boxes \Ahen prurchasing units that cannot move on their own. 
Trucks are assigned to them by default. 1b change to a different type of organic 
transport, click on your choice; the cost of the transport is added to the total 
cost of the unit. Hovrever, since there are no aircraft threatening your forces 
atthistimq ai r d^ense guns are unnecessary. It is a good idea, though, since 
your enerry does not have an air force; or massive air defense armarrents, to 
launch an aerial attack of your own. 
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Available 

Equipment 

Boxes 


Equipment 

Statistics 


Air Defense 


Requisition Unit 


Total Unit Cost 


Tactical Bomber 



Cancel Last 
Requisition 


Bdt Requisition 
Screen 


Ma\/e the cursor dov\/n to the Sdect Tactical Bomber button at the bottom cf the 
screen and left-click on it. I n the center of the screen, an icon of the JU87B borrber 
unit appears in one of the Available Equipment boxES. Ldt-dick on the JU87B to 
bring up the borrber^s statistics. The prestige cost of the unit is gi\^n below the 
A\^ilable Bquiprrent boxes, and yaur a\^ilable prestige is gi\^n at the top of the 
Bqui prrent Statistics area. The JU87B borrber is goi ng to cost you 432 of your 500 
prestige points, easily affordable Qick on the Ftequisition button next to the Total 
Cost of Unit i ndicator at the bottom of the A\^i lable Bqui prrent area. A botTber icon 
appears in the Units Available for Ceployrrent boxes on the right side of the 
Requisitions screen. Ydu have j ust added a new borrber to your attack force Left- 
click on the Bdt button at the bottom right on the screen. If you have rrade a 
rristak^ click on the Cancel button to the Idf of the Bdt button and begin again. 

\Ahen you click on the Bdt button, the game returns to the IVbin feme screen 
with the DeployrrerTt panel exterrded. Use the cursor to scroll the screen to the 
right on the trap by holdi ng the cursor along the right edge of the screen. Si nee 
the borrber unit is the only unit available for deployrretTt, the icon box is 
depressed and darkened h©«es have appeared around the airfield at h©< (21,1). 
Lrft-click on any of these darkened hexes to place the J U87B unit in that hex. 
Then click on the Bdt Deployment button at the bottom right of the screen. 

Attacking from abowia 

Continue your assault around Almadrones with your new borrber unit. Wien 
you select that unit, available rroverrerTt hexes include h©«es already occupied 
by ground units. Air units can occupy the sarre hex as a ground unit, unlike 
other ground units. Move your bomber to hex (19,4) over the enerry artillery 
unit 12. The targeting reticule appears when you rrove your cursor over hex 
(19,4). Left-click to attack 
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After your attack is finished, click on the Air Mode button in the Options 
bar to view the darraged enerry below 

The Allies retaliate 

□ Lrft-click on the End Turn button. Now the Allied Turn 1 panel appears. 

Qick on the check rmk button to continue play. The Spanish 
Republican forces should counterattack on their turn, peppering one of your 
infantry with artillery firg then possibly attacking with their own infantry. 
Keep a close eye on the arrount of damage your units take. 

TURN 2 

\Ahen the corrputer player has finished its turn, the turn panel appears again, 
displaying the following information: 

♦ Axis Turn 2 

Saturday, Decerrber 24, 1936 
\Afeatherr Qoudy 

Brilliant Metory 1 Turn Rerraining 
Metory 2 Turns Rerraining 
Tactical Metory 3 Turns Rerraining 

a ick on the check rrerk button to conti nue 

Retuning yexr units to hJI strength. 

The infantry unit 4/6 at hex (19,3) most likely has sustained losses, and tray 
now be in hex (19,2) after retreating. Select unit 4/6 and right-click on it. 

I nside the Mew Unit panel on the lov\er right is the FieplacementS button. Left- 
clicking on this button adds strength points back to your unit; if no enerry is 
adjacent, your unit returns to full strength. Receiving replacerrerTts does cost 
you prestige points. If another unit has sustained rrore datrage than 4/6, call 
for replacerrents for that unit instead, so long as it is not adjacent to an 
enerry unit. If you atterrpt to get replacerrerTts for a unit adjacerrt to the 
errerry, fev\er strerrgth points are added to your unit, reflectirrg the difficulty 
of gettirrg men artd supplies so close to the frorrt lirtes. 

Dig^ng in for the assault. 

Dsmourtt your artillery units with the Mount - Dismount txjtton in the Mew Unit 
parrel, artd use them next to destroy errerry opposition around the city. Mxve 
your i rtfatTtry and tanks on to the city, fi nishi rtg off any other d^enders i n your 
path. Qrce you secure your positiorrs atourtd the city, you do rot have to advance 
your artillery up as you did last turn - Alrradrortes is within thei r stri kd rtg rartge 
Don’t forget to shell Alrradrortes again with your borrber unit. \Ahen all of your 
units have troved or attacked, click on the Bid Turn button. 
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During the enern/s second turn, the Allies' temaining units may be in retreat, 
rray atterrpt to get replacerrerTts, or rray etTtretTch for a final drfense Sorre 
units may try to counterattack, but they are unlikely to do rruch damage It's 
tirre for the kill. 


lURN 3 

Wien the enerry has fi nished its second turn, use the sarre strategy of attack- 
ing with air and artillery units to soften up your rerraining targets, this tirre 
in the city itself, and finish off v\eakened enerry units with your ground forces. 
As soon as one of your tank or infantry units occupies the city, the scenario 
is over, and the victory panel app)ears. You are given a chance to review the 
battirfield. Qick on the check rrerk button to return to the Panzer C^\eral 1 1 
aart screen. 

If you have follov\ed the tutorial instructions, you should have received a normal 
victory. >bu can repilay the scetrario, with a more aggressive approach, to achieve 
a brilliarrt victory taking the city of Alrradones in just tv\o turns. 
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This section provides step>by-step suggestions to farriliarize you quickly and 
easily with the basic screens, menus, and buttons in Pattzst C^ffiAL 1 1 . 



\Ahen you first begin Paimzht Gb^tal 1 1 , the aart screen apjpiears. At the bottom 
right of the screen are ni ne garre oprtion buttons. As you run the rrouse cursor 
over a button, sirart text appiears above it, describing what that button does. 

Play a Scenario 


Selection areen" section, beginning on page 16. 

Pl^ a QiT|3Biyi 


Selection areen" section, beginning on page 18. 

Start a |N/Uti player Scenario 

Brings up the Multiplayer Carre Selection screen, from which you can 
create or Join a rrultiplayer garre either over a Local Area Network 
(LAN), or via the I ntemet. For more infoirration about starting and playing 
rrultiplayer garres, see the "Playing a Multiplayer Carre" section, starting on 
page 36. 



Bri ngs up the Carrpaign Selection screen, from which you can select and 
start a si ngle player carrpaign. For more i nfoirration, see the "Carrpaign 


Brings up the Scenario Selection screen, from which you can select and 
start a single player scenario. For more information, see the "Scenario 
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Pl^ By E-rmil 

Brings up a dialog box, from which you can choose either to start a new 
play by e-rrail gamei or load a turn from a pra/iously saved play by e- 
rrail game For rrore information on playing by e-mail, see the "Play By E-|Vhil" 
section starting on page 39. 

Start the Scenario Bulder 

H Brings up the Scenario Parameters screen, from which you can begin 
constructing your own scenario. See the "Scenario Builder" section 
starting on page 78 for more information on creating scenarios. 



Best Careers 

J Bri ngs up the Best Careers screen, i n which the performance of the best 
kJ generals is ranked. Oickdrig on a narre brings up the (Dossier screen. See 
the "(Dossier Screen" section beginning on page 34 for rrore infonration. 

Load a Sav^d Garre 

Brings up the Garre (3jnctions dialog box, from which you can load a 
saved garre See the section "(Srre (Rjnctions l^nel" on page 26 for 
rrore infonration on resurring a previously saved carrpaign or scenario. 

Show the Intraduction 

This brings up the opening cinerratic for PAiMZffr C^seral 1 1 . You can exit 


the cinerratic at any tirrei and return to the aart screen, by press! rtg 
any key, or clickirtg a rrouse brjtton. 

Shcruvthe Oecfts 

(Turts the credits for the research artd development team resportsi ble for 
brirtgirtg you Panzht GasretAL 1 1 . Qick on the screen or press any key to 
exit the credits artd return to the aart screen. 


Exit the G^me 



aickdrtg ort this brjttorr exits the garre artd returns you to your 
Wrtdov\s®95 desktop. 
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There are over thirty scerrari os in Patstzer GaeRAL 1 1 , depicting historical and the- 
oretical battles from throughout \Arbrid \A6r 1 1 . 


Scenario 

Description 


Scenario 

Listing 


Player 

Controls 


Return to 
Start Screen 

Play a 
Scenario 


Nationality Rags 


Prestige Adjustment Windows 



The aenario Selection screen is divided into several parts Ch the Irft side 
of the screen are two windows; the upper window is the scenario descriprtion 
area, the lov\er winrdow contains an alphabetical listing of the currently avail- 
able scenarios At the right in the center are the Player Control buttons and 
the Prestige Adjustment wirxJcMS, and at the lov\er right are the Exit and Start 
A Scenario buttons 

To select a scenario, click on the down arrow button and keep it depressed, 
or click on the scroll bar slider, and hold down your rrouse button as you drag 
the slider down. \Ahen you seethe name of the scenario you wish to play, click 
on it, and a description of the scenario appears in the upper window, along 
with the number of players the scenario was designed for, and the nurrber of 
turns it lasts 

Ncrte: All scenarios are not always a\ailable \Ahen you start a single player 
game only twa player scenarios wth the computer controlling one side are dis- 
played in the scenario listing. I n multiplayer games the selection depends on 
the number of players and only scenarios designed for that nurrber of players 
are shown. 
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Also, nationality flags, indicating the primary Axis and Allied forces involved 
in the conflict, appear next to the Prestige Adjustrrent Wndovrs when a sce- 
nario is selected. I n a single player gam^ you can switch which side you wish 
to play by clicking on the head and corrputer icons. The current controller of 
an anry is indicated by a depressed gold-tone button. I n a rrulti player garret 
clicking on the flag causes it to switch to a new nationality for that player. 

Another way of altering the challenge of a given scenario is by changing the 
prestige allottrent. Next to the nationality flags are the Prestige AdjustmerTt 
windows, giving a percerrtage for each side Prestige is a measure of how you 
are viev\ed as a corrmander by your superiors; the more prestige you have the 
rrore resources are at your disposal. EsserTtially in Patstzer Gbststal 1 1 , it furrc- 
tiorrs as rrorrey; prestige poirrts allow you to btjy additional units arrd 
equiprrerrt, arrd to resupply, upgrade and reinforce your existing units During 
a scenario, prestige is often awarded during certain turns, or for capturing 
Victory hexes Arrow brjttorrs on the top arrd bottom of each Prestige 
Adjustrrerrt wirrdow allow you to adjust the percerrtage up arrd down. If you 
lower your opporrerrt’s prestige settirrg to 50% the errerry arrry receives half 
of the discretiorrary furrds they would ordirrarily receive If you raise it to 
150% the errerry receives half again over what they are rrorrral I y allotted. This 
is a powerful tool for adjust! rrg the odds in a scerrario; a weak force can sud- 
denly acquire rrore powerful rei nforcerrerrts; conversely, a powerful arrry can 
firrd itself short on rren arrd equiprrerrt late in a drawn out battle 

\A/ren playirrg a rrultiplayer game; the Time Per Turn button appears, on 
the right side of the screen. Qick on it to set a tirre lirrit on each 
player^s turn. Sirrply click on the arrows that appear to irrcrease or decrease 
the tirre by five rrinrjtes Turrrs can last between five arrd thirty rri nrjtes. If a 
tirre lirrit is set how»/er, play autorratically continrjes to the rrext player at 
the errd of the allotted period. 

\A/ren you have selected your scerrario, chosen your sidq arrd adjusted the 
prestige percerrtages if desired, then click on the Play A Scenario brjtton, the 
check rtwk txjtton at the bottom right of the Scerrario Selection screen to start 
the garre If you drarrge your rrirrd aborjt playirrg a scerrario, click on the Exit 
bijtton, right above the check irerk brjtton, to return to the PAt\rzHr CS«al 1 1 
aart screen. 
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There are five campaigns in PAtsrzHi Gbseral II: Blitzkrieg, Defending the Fieich, 
Crusade in the West as either the united aates or Qeat Britain, arrd Onward tO 
Berlin. Each campaign is made up of several scenarios based on historic arrd 
conjectural battles from Wirid \A6r 1 1 . 


Campaign 

Description 


Campaign 

List 



Prestige 

Adjustment 

Window 


Return to 
Start Menu 
Start 

Campaign 


\Ahen the Carrpaign Selection screen appears, the five carTpaigrrs are listed on 
the left hand side Click on a campaign title arrd a bri^ description is given. 
For detailed design rotes on the carrpaigrrs, which irrclude the historical orjt- 
corres of these battles, see the "Carrpaign Design Notes" section start! rrg on 
page 57. 

Sorre carrpaigrrs are rrore difficult than others. For a greater or lesser chal- 
lerrge; you can adjust the Al 's prestige allotrrerrt. The Prestige Adjrjstrrerrt 
wirrdow is located on the right harrd side of the screen, arrd is bracketed top 
arrd bottom by arrows. Qick on these arrows to adjtjst the percerrtage 
Reducirrg the corrputer’s percerrtage reduces the prestige poirrts available to 
the Al , maki rrg the garre easier for you, whi le i rrcreasi rrg the Al 's prestige per- 
cerrtage gives the corrprjter greater resources, rrokirrg the carrpaigrrs rrore 
difficult. \Ahen you are satisfied with the carrpaign you have selected, arrd the 
Al 's prestige percentage; click on the Play A Campaign brjtton, the check irerk 
biJtton at the bottom right of the screen, to begi n the fi rst battle i n the cam- 
paign. If you (decide rrot to play a carrpaign, click on the Exit button to return 
to the PATJZBr C^vetal 1 1 Start screen. 
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Throughout the garrE^ various cinerrEitics may be played to introduce scenar- 
ios, celebrate victories, and rroum losses You can exit any dnerratic by 
pressing any key, or clicking a rrouse button. 


The h/fein Garre screen is where the action of PATvjzffi CSneral 1 1 takes place There 
are several parts to this screen: the I nformation bars are at the top and bot- 
tom of the screen, the Battid'ield is in the cetTter, and the Cptions menu 
buttons are on the right side of the screen. 


Information Bar 



Information Bar 


The I rtforiTHtion Bars 

At the top and bottom of the IVfein Garre screen are I nfortration bars. \Ahen 
you pass your rrouse cursor over a hex, the top bar displays hex coordinates, 
and either a description of the terrain in that hex, the narre of a city, or the 
type of structure that occupies that hex. I f the hex contai ns a unit, that unit's 
nurrerical designation appears at the bottom IdT side of the screen, the equi p- 
rrent type is stated in the cetTter, and the unit's entrenchrrent is given 

on the far right. 
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Ihe Battlefield 

The Battlefield is the area where all rrovement and corrbat take place I n two- 
player games, one player controls all of the Axis forces, and the other controls 
all of the Allied forces I n rrulti player scenarios, players can control differerrt 
Axis and Allied countries, some working together, others against each other. 
The carrpaign games are designed for a single player. 

The map scale is approximately two kilorreters per hex, and the unit size varies, 
depending on strength, from divisions and regiments dowr to battalions and 
i ndi vidual conpanies There can be only one unit per hex, except that an ai r unit 
can occupy the same hex as a ground or naval unit. Naval units trust keep at 
least one hex betv\een each other at all tines, representing the huge size and 
turning radius of these flotillas The following features appear on the nap: 

♦ Twelve different types of terrai n. 

♦ Nationality flags indicating city, port, and airfield ownership. 

♦ Victory Cbjective heses denoted by a nationality flag wth a gold hex border. 

♦ Supply points derroted by a nationality flag with a green hex border. 

♦ Victory Cbjectives that also act as Supply poirrts denoted by a nationality 
flag with a border half gold and half green. 

♦ Unit icons with strerrgth tags indicating current strerrgth, movement 
status, and leader status 

To view different parts of the Battl^ield, move your rrouse cursor to the edge 
of the screen in the direction you wish to scroll the map. 
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G|]tian Buttxms 

The right-hand side of the IVfein Game screen is a vertical row of buttons offer 
garre options. Options that are unavailable appear darkened. If you pass the 
rrouse cursor over a button, strart text appears to the left of the button, 
describing its function. 


Nesd: UNt 

Selects the next unit that has not moved. If all units have already 
rroved, the icon becorres shaded. Note: Units that ha\e not fired can 
still be manually selected to recei\e orders. 


Cancel ivbue 

This button is available when you have selected a destination hex for 
the unit’s trove. \Ahen a unit has moved (but brfore it has attacked), it 
can return to its poi nt of departure without any adverse effects ( I i ke fuel con- 
surrption). Cancel Move does not perrrit you to take back attacks, nor does it 
allow you to undo moves if the unit has sighted previously hidden enerry units. 
If the unit did not attack b^ore rroving, canceling the trove permits you to 
take any action with the unit: attack, rroverrent, resupply and so on. 


Requistion 

Brings up the Requisition screen, from which you can requisition units 
with prestige points. Requisitioned units are deployed in or adjacent to 
supply points (if land units) or frietrdly airfielcis (if air units). Tbu cannot req- 
uisition ships, fortifications, or strongholds. See the "Requisition Screen" 
section of this rranual on page 29 for rrore information. 


Deploy Faroes 

start of each campaign battle and sorre scenarios. To place a unit on the 
Battlefield click on it, then click on a shaded Battl^ield hex. Qick on the B<it 
Deployment button in the lower right comer to rerrove the Depioyrrerrt panel. 
For rrore information on depioyrrerrt, see the "Depioyrrerrt Parrel" section on 
page 23. 

Field Headquarters 

and evaluate your own perforrrTance For detailed information, see the "Field 
Headquarters Screen" section, starting on page 31. 


Brings up the Field Headquarters screen, from which you can view all 
the units currerrtly under your corrmand, requisition additional units. 


Brings up a side parrel from which you can deploy units that you have 
requisitioned during play. Tbu may also deploy your core units at the 
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ivtide 


Toggles Al r Mode on and off. \Ahen both a surface and an ai r unit occupy 
the sane hex, the surface unit is autorratically selected. Wren Air Mode 
is on, the air unit is selected when the hex is clicked on. 


Strate^c |Vbp 

The Strategic IVbp shows the errtire Battlefield on a strall scale The 
Strategic IVbp replaces the Battlefield trap, with your victory objectives, 
supply poirrts, and visible units all appearing in rriniature The Cptiorrs rrenu 
retrains to the right of the Strategic IVbp, allowing you to toggle the Air Mode 
on and off to view ai r units, and to access other garre options To view a por- 
tion of the trap up close click on the section of the trap you wish to see The 
arategic IVfep disappears, and the Battl^ield trap replaces it, nowcerrtered on 
the poirrt you selected. Tbu can also exit the arategic |Vbp at arry tirre by 
dickdng on the Strategic Map button again. 


Replay Terri 

D Rewinds to the beginning of the previous turn, or to an errail turn from 
an opporrerrt. You can review an opporrerrt’s e-mail rrove this way. 


Chat 

S I n rrrjlti player garres, this brings up the Chat parrel. Seethe "Playing a 
Multiplayer Game" section on page 36 for rrore irrforrration. 

AJcftional Options 

n Provides access to other garre controls See the "Ariditiorral Cptiorrs 
Menu" section on page 25 for further information. 

Fiji Senaen 

Rerroves the I rrforrTation bars and Cptiorrs rrenu fromthe screen to pro- 

I vide a larger view of the Battlefield. Qick on the Full Screen brjtton 

again, rrow located in the lower right corrrer of the screen, to return the ivfein 
Garre screen to its origirral state 

End Tlan 

Errds your turn arrd proceeds to your opporrerrt's turn. 


G^me Fiaidtians 

Brirrgs up the Garre Furretiorrs parrel, from which you can save your gamq 
load a previoijsly saved gamq start a rrew gamq or quit the garre you are 
currently pi ayirrg. ISbte that you canrrot save durirrg a rmlti pi a|yer garre For rrore 
infonration, see the "Garre Furretiorrs Fbrrel" section, beginnirrg on page 26. 
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These menus or panels are prirrarily accessed from the IVhin feme screen, 
although sorrei such as the (Srre Functions panel, can be reached from several 
differetTt screens. 

Deployment l^nel 

aicking on the Deploy ForceS button brings up the DeploytTerTt panel. You rray 
also see the Deployrrent panel at the start of a carrpaign garret when you are 
al lowed to deploy your core units, and at the begi nni ng of certai n scenarios i n 
which you also have the option of placing sorre of your units in their starting 
positions. Thu prirrarily use this panel to deploy units that you requisition 
during play. 

If, hov/vever, you are given the chance to deploy your troops at the beginning 
of a battle^ it is best to start by v/iev/v/ing the Strategic map, in order to see the 
etTtirety of the corotested terrain and ev/aluate its tactical po^bilities. 

^ Note: If you do trot deploy all your forces during your first turn, thereafter 
you areonlyallov/ved to deploy units fromtheir notTTal deploynrerrt zones Ground 
units can only be deployed on or adjacerrt to supply points and air units are only 
able to be placed on airfield hecs I n certain battles there are deliberately fe/ver 
deployrrerrt he>es than needed to nrflect certain historic situations 
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Available 

Units 


Requisition 

Screen 


Air Mode 


Strategic 

Map 

Show Hex 
Sides 

Exit 

Deployment 


The Deploymerrt panel is v/ery sirrple There is a vertical panel v/v/here your units 
appear, corrtrolled by a scrollbar to their right, atod several buttons in the lov/ver 
right comer of the panel. If you have more than eight units av/ailablefor deploy- 
rrent, click and hold on the scrollbar slider, and dag the slider dov/v/n, or click on 
the up or dov/v/n arrow of the scrol I bar and hold dov/v/n the rrouse button. To place 
a unit on the Battlefield, click on it and av/ailable deployrrent hexes should 
darken. Ttxj rray need to scroll the Battid'ield, or transfer to the Strategic trap 
to see these deployrrent he>ffis Ground units can only deploy on or adjacerrt to 
supply poi nts you corrtrol , v/v/hi le ai r units can only deploy on ai rfields or ai rcraft 
carriers that you control. I n carrpaign play, special deployrrent "jurrp off" hexes 
are av/ailable on your first turn only otherwise the sarre rules apply. Gick on a 
shaded Battid'ield hex to deploy the unit. 

Gick on the Ftequisitions button to purchase additional units for deployrrerrt. 
See the "Ftequisitions Screen" section on page 29 for rrore inforrration. 

Use Air Mode to show only air units. 

Note: Ore air unit and one latrd unit can occupy the sarre hex 

The Strategic Map button repilacesthe Battlefield trap v/v/ith the Strategic trap. Gick 
on an area of the Strategic trap to return to the Battirfeld trap, centered on the 
area you selected 

The Show Hexsides button lays a grid on the Battlefield trap, v/v/hich tray prov/e 
usrful in traking distance Judgrrents during deployrrent. 

Gick on the Exit Depioyment button in the lov/v/er right comer to rerrov/e the 
Deployrrent panel. 
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Adcftional Qjdans IVfenu 

Wien you press the Additional Options button, located on the Options menu 
bar, a panel slides out to the Irft of the Options menu, giving access to other 
game controls. 

Status Report 

Brings up the Turn panel at the bottom of the Battl^ield, on which you 
can view the turn nurrber, date^ v\eather conditions, and victory objec- 
tives. Qick on the check ireric button to remove the Turn panel. 



Hot Kevs 

Brings up a window listing the hot keys for PANZffi C^ebal 1 1 . Qick on 
the check rrerk button to rerrove the Hot keys panel . 


^^ucfo Settings 

H Brings up another menu, which si ides over the Additional Options menu, 
from which you can adjust your audio settings 

aickdng this button toggles the rrusic on and off; a depressed 
gold-tone button indicate the rrusic is on, while a raised but- 
ton indicates it is off. If the rrusic is on, use the slider bar underneath 
the Music button to adjust its volume 

aicking this button toggles the sound effects on and off; a 
depressed gold- tone txjtton i ndicates sourtd effects are on, whi le 
raised irrdicates that they are off. If the sourtd ^ects ate on, use the 
slider bar urtdemeath the SoUfld Effects txjtton to adjust their volume 




Qick on the check iTHrkbrjtton at the bottom of the menu to save the changes 
artd return to the Additional Cptions menu. 


VCR 


Brings up the \<R menu, from which you can review previorjs turns 
UJ of any saved battle Four brjttons. Play, Stop, Fast Forward artd Ftewifld, 
cotTtrol thefurrction. Play playsthecurretTt turn. Stop stops the replay of a turn. 
Fast Forward advartces to the next turn. Ftewifld returns to the previous turn. 


Show Terrain 

Ftemoves hexes, ownership flags, artd units from the Battlefield trap to 
reveal the terrain. Qick on Show Terrain again to exit this mode 

ShdUtf HE9<5icles 

This overlays a h©< grid on the Battlefield map. Qick on Show HexsidOS 
again to exit this rrode 


o 
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GarrtB Fuicdans Fbnei 


Perform 

Selected 

Function 



Bdt Game 
Functions 
Panel 


The Garre Functions panel has four main options: New Game, Load Game, 
SaveGame, and Quit Game, aickon an option andthenclickonthecheck 
rrark button to select that option. Not all of these options are available from 
every screen, for exarrple; you cannot save a garre from the Start screen. 
Cptions that are unavailable are grayed out. If you change your rrind about 
usi ng any of these options, cl ick on the Exit button on the lov\er right to return 
to the pra/ious screen. 


New Game 

Select! ng New Game returns you to the Patmzht CiNsrAL 1 1 Start screen, from which 
you can choose to start a new garre 


Load Garre 

Selecting Load Game brings up a second panel, on which are listed the file 
narres for your previously saved garres If no narres are listed, then no 
garres which Panzer General 1 1 recognizes as saved garres are located in the 

F>VSizjzfs2 directory. 

Qick on a saved game file to bring up a description of that saved garre If this 
is the garre you wish to load, click on the check rrerk button at the bottom 
of the Load Garre panel, and click on the check rrerk again to confirm your 
choice If you decide not to load a garre click on the B<it button on the lov\er 
right to return to your original garre screen. 


Save G^me 

Selecting SaV6 Game brings up a second panel, on which are listed the file 
narres for your previously saved garres. Q ick on a slot that says New Saved Game 
and type in a file narre Then click in the text box at the bottom of the Save 
(Srre panel, and errter a description of the sa\ed garre for later nrferetree 
Note Mdu cannot sa\ea rrulti player garre Qick on the Done button to save the 
garre The appropriate extension is added to your filenarre Your garres are 
saved into the F>\NZHT2 directory. If you decide not to save a garre click on 
the Exit button on the lov\er right to return to the previous screen. 
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QJt Game 

If you choose Quit Game, you are asted to confirm your decision. Qick on the 
check iTBrk to quit your garre and return to the Paimzer C^ffiAL 1 1 aart screen. 
If you decide to corrtinue your curretTt gamq ciick on the Cancel button to 
return to your originating screen. 

\^ew Unit Fhnel 

The View Unit panel appears when you right-click on a unit during play. 


Unit Has Bcperience 
Unit Has Leader 


Embark- Disenbark 


Mount-Dismount 



Unit Plaque 

Unit Has Organic Transport 


Equipment Statistics 


Rename Unit 
Remove View Unit Pan^ 


Replacements Supply 


At the top of the panel, a box states the unit's experietTce l»el arnd equiprrent 
typq and displays an icon of the unit. Below that is the unit’s nationality flag, 
centered in the first of four rov\s of icons. The icons give the unit's current fuel 
and amrunition supplies, its strength rating, and its attack statistics. If a unit is 
rrounted, the transport's statistics are shown. Pass the rrouse cursor over a sta- 
tistic icon, and strart text appears, labeling that statistic For detailed 
explanations of the statistics, seethe "Unit aatistics Descriptions" section, start- 
ing on page 83. At the bottom of the \A&n Unit panel are fi\^ buttons, which 
controi N^rious unit functions; and the B<it button on the far right. 
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M3L*1t - Dismoult 

unit, you may elect to cancel that move The trove you just trade cannot be 
taken back unless selected i mrediately after the unit's rroverrent. A rrounted 
unit uses its transport's statistics if it is engaged in battle while rrounted. 

BTterk- Diserrterk 

Etrbarkirtg artd disetrbarkirtg units onto or from air or naval units can 
oniy be done at the beginning of a unit's turn, in other wards, a unit 
tray not trove or fight brfore etrbarking or disetrbarking. Dsetrbarking ends 
the unit's turn; a unit tray not trove or attack after disetrbarking. Etrbarking 
and disembarking are not equivaient to rrounting and disrrounting. For the 
differences betv\een Air and Sea Errbarkation, r^er to the "Etrbarking and 
Dsetrbarking Air and Navai Units" sections on page 47. 

ReplaoenrEnts 

Fteptlaces lost strength paints and automatically resupplies the unit as 
described in the "Supjply ITules" section, starting on page 52. This 
action ends the unit’s turn. Gnaund units can get replacements anywhere; air 
units can receive replacerrents only when in a friendly airfield or carrier hex. 
Naval units cannot take repilacetrents; ship repairs take far longer than the 
duration of a battle A unit receives fev\er repiacetretTts if an enetry unit is 
adJacetTt. If trore than twa enetry units ate adjacent, the unit cannot receive 
any replacerrents. Bad v\eather artd desert terrain also reduce repilacetrents. 

Qick on the Exit button to retrove the N^ew Unit panel. 

SLwiy 

Suppilies the selected unit with up to haif its maxi trum capacity; this is 
the only action that the unit can take during its turn. Units receiving 
replacerrents automatically resupply. Adjacent enetry units prevent resupply 
excepit as part of receiving repilacetrents. \Afeather artd terrain can also affect 
tesuppily, but a unit is always guaranteed to receive a rrinirrumtesupiply of one 
amro paint artd one fuel point, tegardiess of cortditions. For trore details, see 
the "Supiply FTules" section, starting on page 52. 

Rename 

Qick here to tenatre your unit. A text box appiears; sitrply click inside 
artd type to tenatre the unit. 



t»t 




\Ahen using organic transport, units can trove trore quickly but ate trore 
vulnerable to attacks. After you rrount or disnount, artd trove your 
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The Requisition, Field Headquarters, and Dassier screens are all accessed from 
se,/eral poi nts i n the garre Exiti ng from them i n rrost cases returns you to the 
screen or panel from which you accessed them 

RBqiJsitian Screen 

The Requisition screen is broken into se\/erai parts. An arrow button at the top 
irft of the screen aiiows you to toggie between differerrt countries’ forces. 
Beneath that is the verticai row of Unit Qass Selection buttons. Qicking on a 
Unit Qass Selection button makes icons appear in the Availabie Equiprrerrt 
boxes to the right of the Qass Selection buttons. These icons represent the var- 
ious types of equi ptrerTt i n that dass that are currerrtly avai labie Qick on one 
of the Available Equiprrent boxes; that unit's statistics appear in the 
BquiprrerTt Statistics area of the screen. Passing the mouse cursor over the sta- 
tistic icons causes stmart text to appear, labeling the icon, but for a detailed 
explanation of these statistics, see the "Unit Satistics Descriptions" section, 
starting on page 83. Your Available prestige is given above the Equipmerrt 
aatistics area. 


Available Equipmeit Boxes B]uipmeit Statistics 


Units 

Availabletor 

Deployment 



Requisition 

Button 

Total Unit Cost 


Unit I 

Selection — s 
Buttons I 


Available Transport Boxes 


Transport Statistics 


Exit 

Requisition 
Screen 

Cancel Last Requisition/Reassign Unit 
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If the selected unit is abie to use transport to move; icons also appear in the 
Availabie Transport boxes below the Available BquiprrerTt boxes. When pur- 
chasing units that cannot trove on their own, the Truck transport is ai ready 
depressed. If you wish to choose another type of transport, ciick on another 
Avai I abie Transport box to select that transport type for the unit, and the cost 
of the transport is added to theTotal Cost of Unit indicator at the bottom of the 
Availabie BquiprrerTt area. Next to that indicator is the Ftequlsltlon button; ciick 
on it to add the unit to your forces. The unit’s icon appears i n one of the Units 
Avai labie for DeployrrerTt boxes on the right side of the Requisitions screen. 

If you change your rrind, click on the Cancel button to cancel your last requi- 
sition. Repeatedly clicking on Cancel continues to cancel your requisitions in 
reverse order. You can aiso ciick on a unit in the Units Avai i able for DepinyrrerTt 
area, and click on Cancel to cancel just that requisition. Qick on the B(lt but- 
ton at the bottom right on the screen to return to your originai screen. If you 
have made a requisition during a game; the DepioymerTt panel appears. Seethe 
"□eploymerrt Panel’’ section on page 23 for inforTration on depioying your 
recerrtiy requisitioned units. 
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RBqusitian Ob n si d erations 

The prestige cost of units oniy roughly correlates with their effectivene^, so 
exarrine corrbat values closely b^ore purchasing or upgrading equiprrent. 
Rerrember that an expensive purchase or upgrade has to be balanced against 
the need for enough prestige to afford replacerretTts for your core units during 
a tough battle 

IVhxirrum fuel capacity and especially rraxirrum arrrro capacity need to be 
carefully ©<arrined. Supply is more of a constraint if the unit is intetTded to 
carry an attack to the enerry, than if it is requisitioned to provide stationary 
d^ense for a victory objective far behi nd the front li nes. Keep i n rri nd that a 
unit can easily use up several rourods of amro in a turn if repeatedly attacked, 
or if providing d^ensive fire for nearby frietodly units that are being attacked. 

Qose defense is another statistic that you can regret having overlooked if 
the unit runs into infantry in the difficult terrain corrmon to most battirfields. 
A unit d^errds using its close d^errse \^rsus infantry, rather than its 
ground d^errse value when the battle is in a forest or city, or when a rugged 
d^errse occurs. 

An evaluation of the statistics of errerry units can be useful in planning which 
units to requisition, aart by corrparing your attack values and drferrse values 
against each other to see who has more destructive poterrtial in a fair fight. 
Then corrpare initiati\e values to see who is rrore likely to initiate corrbat first, 
bearing in rrind that experierrced units receive a bonus to their initiative 

Experierrce terrds to be very irrportant in aerial combat, where initiative val- 
ues don’t differ rruch and attack values are high relative to cM'ense values. It 
is less irrportant in eariy-war tank corrbat, where attack values terod to be 
lov\er corrpared with defense values. 

Field Headquarters Screen 

The Field Headquarters screen allows you to exarrine all of your forces in 
detail. Ch the left side of the screen is a Unit Statistics area, in the cetTter are 
rows of Unit boxes, and on the right side of the screen are the Field 
Headquarters menu buttons You can rotate through the forces of the countries 
under your cotTtrol by clicking on the arrow button below the nationality flag 
at the upper right comer of the Field Headquarters screen. If you ha\^ rrore 
units of a particular arrry than can fit in the Unit boxes, use the scroll bar to 
rrove up and down through the roster, aickdng on a unit brings up that unit's 
statistics, and activates several of the rrenu buttons. 
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Available 
Unit Boxes 



Dosaer 

the carrpaign. For rrore information, seethe "Dassier Screen" section, starting 
on page 34. 

In^3sdt Lhit 

infortTHtion, seethe "I nspiect Unit Screen" section, starting on page 35. 


E Brings up the I nspiect Unit screen, from which you can evaluate a unit’s 
p)erfomance i n the scenario, or over the course of a carrpaign. For more 


Brings up the Dossier screen, from which you can review your pierfor- 
rrance as a general , either i n the current scenario, or over the course of 


GolbUhit 



Chly usable during a battlq this exits the Field Headquarters screen and 
centers the Battlefield on the selected unit. 


Roqtadtion 

Brings up the Requisition screen, where you can prurchase new units to 
add to your forces. For more infomation, see the "Ftequisition Screen" 
section, beginning on page 29. 


^ CXerStrenqth UNt 

H During carrpaign play, a unit with an expierience level of one or greater 
rray be made overstrength using this button. You may only do this 
betv\een battles, and each tirre it adds one to the strength of the unit, up to 
the unit’s expjerience level. Forexarrplei a unit with ten base strength, and two 
expjerience l»/els, may have a rraxirrum strength of tv\elve Using overstrength 
costs prestige pxoints, and each unit rray only receive overstrength once after 
every battle 
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If an overstrength unit is darraged during a battle^ replacements only restore 
the unit to normal strength. Hov\ever, after the battle^ the unit can be trade 
overstrength again, and restored to its pra/ious leN/el. If the unit has not 
reached its rraxirrurri or achieves a new experience level, it tray be made 
&/en stronger. 

For ©errplei a unit with three bars of 0 <perience has been raised to twel\e 
strength. Curing the next battle they are reduced to nine strength, and take 
replacerrEnts, raising the unit to ten strength. After the battig from the Reid 
Headquarters screen, you dick on Overstrength and the unit is raised to one 
strength point each tirre you dick, to a maxirrumof thirteen. 

I rrproving units to overstrength status is a slow process, but provides a com- 
bination of nurrbers and quality that can srrash sorre enerry units with a 
single attack 

H Activates the Upgrade Unit screen and enables you to change the type 
of unit within its das and add or change organic transport if available 
You can only upgrade units from the Field Headquarters screen betv\een bat- 
tles. Upgrading costs prestige points. 

R GOod cyi UNt 

In carrpaign play, this conTrand removes the unit from your forces, 
reassigning it to another general’s comrand. This frees prestige points 
for use on a different unit, or new equi prrerTt for existing units. This comrand 
can only be used betv\een battles. 



G^me 

Brings up the Garre Functions panel from which you can load, save^ 
quit, or start a new garre For more inforrration, see the "Carre 
Functions Panel" section starting on page 26. 


Exit 


Exits the Field Headquarters screen, and returns you to the previous screen, 
or begins a new battle if you are between battles in carrpaign play. 
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^ Dossier Screen 

The Dossier screen records your perforrrance as a comrander, either over the 
course of a scerrario, or a carrpaign. 

Or the left are tallied the outcorres of your 
battles, during campaign play: Brilliant 

Victories, Victories, Tactical Victories, and 

Losses. I n the center are the nurrber of 
errerry units destroyed or forced to surrer> 
der because of your leadership, organized 
by unit class; and on the right are the num 
ber of casualties your own forces have 
suffered under your comTarrd. 

At the top of the screen are listed the awards, if any, you have been given 
because of exceptional performance during campaign play, and a srrapshot. 

Below the snapshot of your gerreral is a name Qick on the narre to change it. 

Ch the far lower right of the screen is the B<it button, which returns you to the 
previous screen. 
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Inspect Unit Scieen 

The I nspect Unit screen is reached from the Reid Headquarters screen, it gives 
rrore detaiied statistics on the unit than the \^ew Unit panel, as well as list- 
ing the unit's perforrrBnce in the current scenario or carrpaign. 

At the top of the screen is the narre and 
unit equiprrent type^ above an icon of the 
unit. Qick on the unit’s narre or the Ftenain© 
Unit button to change it. The unit’s statis- 
tics are given below that; run the mouse 
cursor over a statistic's icon, and srrart text 
appears in an Information bar at the top, 
labeling the icon. See the "Unit aatistics 
Descriptions" section on page 83 for details on the statistics. Below the unit's 
statistics are the unit's transport statistics, if the unit uses a transport. 

^ Ch the lower right side of the screen, in a box, the unit's battle record is 
given, tallying the nurrber of enerry units this unit has destroyed or forced to 
surrender i n each of the unit classes. Also at the right, above the battle record, 
if the unit receives a special leader, the leader's narre and picture appear, 
along with two buttons. Qick on the buttons to list the leader's special abili- 
ties i n the I nfortration bar at the top of the screen. For rrore i nformation, see 
the "Leaders" section on page 45. 

Wren you are finished r»/iewing the unit's statistics, click on the arrow but- 
ton on the lower 1^ to go on to the Next Unit, or click on the B<it button to 
return to the Field Headquarters screen. 
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Panzht Gbseral 1 1 allows you to play rrultiplayer garres through a LAN (Local 
Area Networi<0 or over the I ntemet. For rrore detailed explanations of sorre 
Multiplayer functions, see the enclosed datacard. 


Qick on the Start A Multiplayer Scenario button, located on the Panzht 
Gb\eral 1 1 aart screen, to bring up the Multiplayer Cptions screen. Ch 
this screen are three options from which you can select your rrethod of play. 


LAN 

The LAN Connection options allows you to create or join a game through a Local 
Area Network. 


I n ternet 

The Internet Connection option lets you create or J oi n a garre through the internet. 

auissi 

Club SSI is a planned internet service that will allow you to rreet other PAr\izff( 
Ci\ERAL II players, and Join in rrultiplayer garres with them For rrore infor- 
rration, seethe arategic Sirrulations websitq wwwssi online com 


To create a gamq go from the aart screen to the Multiplayer Cptions screen 
by clicking on the Start A Multiplayer Scenario button. From the Multiplayer 
Cptions screen, choose the type of garre you are creating by clicking on the 
appropriate option: LAN Connection or Internet Connection. You are asked if you 
want to create a garre or Join a garre Qick on the Create Game option, then 
click on the check rrerk button. You are then asked to eriter a narre for the 
garre you are creating. Enter a narre of your choice and cortfirm it by clicking 
on the check rmk button. 

You are then asked to enter your narre Errter your narre and confirm it by 
cl ickd ng on the check irerk button. Next you are asked for the number of pi ay- 
ers. Qick on the nurrber of players, between two and four, that are in your 
game; and then click on the check rmk button. Note: Patseer Cs\bw_ 1 1 rrulti- 
player scenarios were designed with spedfic nurrbers of players in rrind. 
Ther^orq the scenarios a\ei lable on the Scenario Selection screen are dependent 
on the nurrber of players in the garre 
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The Scenario Selection screen appears, listing the available scenarios in the 
lov\er left window Qick on the arrows to scroll through this list. Qlcking on a 
scenario displays its infonration in the upper 1^ window 

The lov\er right window shows the selected scenario's countries’ flags, the 
players’ country assignments, and prestige rrodifiers. I ncrease or decrease 
a player’s prestige by clicking on the up or down arrows that are above and 
below the drfault setting. The garre creator is able to change a player’s coun- 
try by clicking on the flag next to that player's namei The upper right window 
is a chat box To send a rressage to another player, click on the text box and 
enter your rressage 

Qick on the Tim© Per Turn button, on the right side of the screen, to set a tirre 
lirrit for each player’s turn. Sirrply click on the arrows that appear to increase or 
decrease the time by five rrinutes. Turns can last betv\een five and thirty rrin- 
utes. If a time lirrit isset, play automatically continues to the next player at the 
end of the allotted period. 

After you finish selecting a scenario and adjusting any player settings, click on 
the check rrerk button to begin play. 

To Join a game already created by another person, go from the aart screen to 
the Multiplayer Cptions screen by clicking on the Start A Multiplayer Scenario but- 
ton. You should now be in the Multiplayer Cptions screen. Choose the type of 
garre you are Joining by clicking on the appropriate option: LAN Connection or 
Internet Connection. Mdu are asked if you want to create a garre or Join a garre. 
Qick on the Join Game option, then click on the check rrerk button. Tbu are 
then asked to enter your narre Enter your narre arxJ confirm it by clicking on 
the check irerk button. 

If you are joining a t7^ garre Panzer Gb\eral 1 1 automatically scans your net- 
wark for available garres. Hov\ever, if you are Joining an I ntemet garre you 
are asked to enter the I P address of the se^on host. Type i n the I P addres 
and press Biber. I f you want to search for avai lable garres, leave the text field 
blank and press Biber. 

The next screen displays the available garres. Qick on the one you wish to Join, 
and the Phi n Garre screen should appear. 


37 


PLAY NG A MULTI PLTWmaWE; Creating a Multiplayer arre 




I n a multiplayer garre: you have the option of chatting with other players in 
the garre. The Chat panel pops up when you receive a rressage To send a rres- 
sage to one or all of the other players during garre play, click on the Chat 
button on the Phin (2arre screen. The Chat panel appears. 



The upper text box shows chat entered by you and received from others. Each 
player’s text is written in a different color. Below the Messages Sent and 
Received box is a smaller text bar. Qick inside this text bar and type to enter 
a rressage: arid press Biter to send that message Your message automatically 
goes to all players in the game 

If you wish to chat with only certain players, click on the Chat button, then 
select the recipients by clicking on their nurrber, which appears next to the 
flag of their prirrary nation. Selected players nurrbers are depressed and gold 
tone; unselected players have raised, silver tone nurrbers After you select 
players to chat with, enter your message i n the text box at the bottom of the 
screen as noirral. Unselected players are unable to see your message Chce 
again, if you do not select specific recipients b^ore enteri ng your message all 
players receive your rressage Qick on the Exit button, on the left side of the 
screen, to rerrove the Chat panel . 

S^ng G^rrES 

You cannot save a multiplayer garre 

Player Discannecdan 

If a player drops out or is disconnected during a multiplayer game when it is 
that player's turn, play r»/erts to the next player on the sarre side who con- 
trols both players’ forces. I f the player that drops out is the only player on that 
side the garre ends. 
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Panzer General 1 1 supports tv\o player e-mai I garres. 


lb start a ne/v gam^ d ick on the Play By E- Mai I button located on the Start 
screen. You are astsd if yau v\ant to start a newgarre or load a turn. Qick 
on the Start a New Game option and then click on the check ireric button. 

The Scenario Selection screen appears, listing the available scenarios in the 
lov\er Idt wirdow Qick on the arrov\s to scroll through this list. Oicking on a 
scenario displays its infonration in the upper left window 

The lov\er right window shows the selected scenario’s countries’ flagsi the players’ 
country assignments, and prestige modifiers I ncrease or decrease a playei^s pres- 
tige by clicking on the up or down arrows that are above and below the cMault 
setting of 1(X). Yxj are able to change a plaver's country by clicking on the flag 
next to that player’s name. After you fi nish select! ng a scenario ard adj usti ng any 
player settings click on the check rrerk button to begin play. 

Wien you click the Bid Turn button during game play, the Files to Save screen 
appears Qick on a New Save Game slot, and type in a file name Then, if you wsh 
to, click in the lower wirdowto type in a description of the saved game Qick 
on the check rrerk button to save the game A rressage appears sayi ng, "E-|Vbil 
Turn Successfully Saved." Qick on the check rrerk button, and you are returned 
to the aart screen. E-rrail garres are saved irrto the RVmcek di rectory. This save 
file can be attached to an e-rrail message arrd e-rrailed to your opponent. 



Wien you receive a turn via e-rrail, be sure to save the attached file irrto the 
RMSEHl di rectory. After you start the garret to load a turn, click on the Play 
By E-Mail brjtton located on the aart screen. You are asked if you want to start 
a new game or load a turn. Qick on the Load a Turn option, then click on the 
check irerk button. The Files to Load screen appears, listing the available 
e-rrail garres. Qick on the file you wish to load; a description of the saved 
garre appears in the lower window, if orre was entered. Qick on the check 
irerk button to load the selected garre. 

The IVbin Garre screen appears. The Fieplay Last Turn brjtton is now active; click 
on it if you wish to replay the last turn. 
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PLAY BY E-|vy^ L Starting a Play By E-|Vbil CitTE 



These terms and concepts are used throrjghout PAr\rzst CiNffiAL 1 1 . Urtderstardi rtg 
them is root vital to play brut this information can be quite a us^ul aid to mak- 
ing sourtd decisions, and plannirtg winnirtg strategies. 


You begin a battle by selecting, from the Panzhl CiNstAL 1 1 Start screen, either 
a si rtgle player scerrario or carrpaign gamq a rrulti player scerrario, or a play by 
e-rrail scenario. In the carrpaign gamq you corrtrol a group of core units 
throughout the various battles you fight. Auxiliary units, which have their 
strength nurrbers in white; are available for the duration of that battle only. 
Surviving core units gain experience through corrbat, and your unit corrbi na- 
tions reflect your own pri^erences. As you progress through the carrpaign, the 
arrourrt of prestige awarded to you increases, allowing you to build a rmre 
powerful army as your career conti nues. 

In carrpaign play, you have the option of deploying your core units within 
specified deployrrerit areas before the fi rst turn of each sceriario. There is ger> 
erally no deployrrerit phase for non-carrpaign garres (like e-rrail, rrulti player, 
or single player scenarios). 
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The attack reticule appears when you pass the rrouse pointer o\er an enerry 
within the firing range of your selected unit. Ch this reticule are gi\/en the 
expected loss in strength points for both sides; your projected casualties are 
listed below your flag, and your enerries losses are listed under the flag of that 
unit’s country. Keep in rrind that these are estimated losses; although based on 
the relative attack and defense values, terrain, and experietTce rrodifiers, they 
rray not be the sarre in actual battle! I n any conflict there is a random factor. 
If you decide to attack, click when the attack reticule is over the enerry unit. 

As battle errsues, unit losses are indicated on the unit strerrgth plaques, and 
battle details are listed in the I nformation bars. A unit rray move and attack, 
or attack then move; with the excefrtion of artillery, air cM’errs^ or anti-tank 
units which cannot attack after moving. 

iaryVjilts 

I n carrpaign play, your forces for a battle may contain both core and auxiliary 
units Core units are the heart of your amy, units which you deploy for every 
battle; and go with you to each new scerrario. Remarber, core units which you 
do not deploy on your fi rst turn can thereafter only be deployed i n or adjacerrt 
to supply points Core units have black nurrbers on their strength tags. 
Hov\ever, you may also receive auxiliaries, units which are gi\en to you for the 
duration of a particular conflict, to aid you in your rrission. You know you have 
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received rei nforcerrents when units that you did not requisition apprear on the 
Battl^ield under your control. Auxiliaries have white nurrbers on thei r strength 
tags, and do not continue to the next battle with the rest of your arrry. 

Entrenchment reprresents the fact that ground units, given enough time; can 
create d^ensive structures that better prrepare them to withstand attack. 
Entrenching takes tirre unless a unit begins a scenario entrenched. All ground 
units can entrench, but sorre can take better advantage of ground and there- 
fore entrench rrore quickly. Entrenchment laels are a feature of units, not 
terrain, but affect combat rruch as terrain does — they make a devastating 
"Rugged Defense" rrore likely. 

Units that have not rroved are assumed to dig i n each turn even if they attack, 
resupprly, and so on. Each turn the unit does not rrov^ it entrenches further. 
If a unit rroves out of the hex, it loses all its entrenchment levels, so you 
should pick a good pxrsition before having your troops dig in. Moving units 
have a zero entrenchrrent level, but gain the base entrenchrrent level of the 
particular terrain they end in when they stop. 
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All terrain types ha\^ a base entrenchment lev/el from zero to thre^ which 
ground units in that hex with lov\er erTtretTchrretTt leN/els automatically obtain 
at the etTd of their turn. This nurrber is not added to the unit's entrenchtrent 
le\/el; it replaces it. Base entrerxfirrent lev^s are: three for cities, two for 
forests, bocage (intertwined hedgerows), and rrountains, one for rough terrain 
and hills, and zero for e\^rything else: Units can etTtretTch up to a rraxirrumof 
fi\^ lev/els above the base entrerxJiment le\^ for the terrain. 

EntretTchtTBtTt le\^s are reduced by attacks or borrbardrrent of etTtretTched 
ground units Each attack, whether it is successful or not, reduces the unit's 
erTtretTchtTBtTt le\^ by one le^^. Repeated attacks in a single turn can ev^n 
reduce the entretTchtrent le\^ below the base level for the terrain, thusfacil- 
itati ng further attacks duri ng the sarre turn. A pro\^n way to attack a strongly 
etTtretTched unit is with a corrbi nation of aerial and artillery preparatory bom- 
bardment, follov\ed by ground attacks by one or rrore units Engineer units, 
with the exception of bridge engineers, ignore erTtrenchment, makitTg them 
valuable units during this type of assault. 


Each time a unit takes part in corrbat it gains experience: and the rrore suc- 
ce^ul it is in corrbat, the rrore experierrce points it gains An experience level 
is syrrbolized by a bar in the upper 1^ correr of the unit's icon box in the 
View Unit parrel. The rraxirrum experience level a unit can achieve is five 
Wren two units fight, their relative experierrce levels affect corrbat, and help 
detenrirre relative casualties Experierrce also deterrrirres overstrerrgth size 
reduces the risk of rugged deferrse and rrodifies initiative Units v/v/ith tv/vo or 
three experierrce levels should be considered veteran troops and those v/v/ith 
four or five levels elite troops. 

\^eran units sustain fewer casualties and inflict rrore casualties than a less 
experierrced unit. Units gain experierrce by fighting and gain the rrost by 
destroying, or forcing into retreat, rrore experierrced errerry units and units 
v/v/ith better equipmerrt. 

IVhkdng v/eteran and elite units ov/erstrerrgth is v/aluable because they are 
better able to v/v/ithstand and inflict casualties in corrbat. During campaign 
play, you can rrake a unit ov/erstrerrgth betv/veen battles from the Reid 
Headquarters screen. 
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CKnoTlLirs 

I n P/VNZsr Gbvieb/vl 1 1 , each battle lasts up to a specified nurrber of "turns.” I n 
each turn you, your allies, and your opperrerrts are given a chance to rrov/e 
units, attack errerry units, resupply units, and so on. Wren your turn is dorre 
and you have rrov/ed or given orders to all of your units, click on the End Turn 
button in the Cprtiorrs menu on the IVfein Garre screen. 

^ During a turn, rrost units can trove once and attack once: in either order. 
Hov/vev/er, there ate several exceprtiorrs to this rule: artillery and air defense units 
can only shoot b^ote they rrov/q tecon units have the phased rrcnerrEnt abil- 
ity, v/v/hidr al lov/vs them to trove several ti tres i n a turn, and tanks i n clear terrai n 
tray cnemn v/veaker opponents, allov/v/itrg them to trove and attack rrore than 
onceinatum. Also, leaders have spied al abilities v/v/hich rrayallowthe unit they 
ate comrandi ng to trove or attack note than once i n a turn. 

^ Units v/v/hich have troved, but tray sti 1 1 attack, ate i rrdicated by a si Iver bul- 
let to the 1^ of the strength tag of their Battlefield icon. If a unit either 
trov/es or attacks, and you select arrother unit, you can return to the first unit 
so long as it has further actions that can be taken. 

E^arple: >rbu trove Tank Unit A to a hex adjacerrt to an errerry unit; you then 
select Tank Unit B and both trove and attack v/vith it. Unit A can still attack this 
turn, sitrply click on it again and you ate able to fire on the errerry. 


I nitiative is an estirrate of a unit's ability to react quickly in corrbat. I nitiative 
isdeterrritred by the equipment used in battlq the terrain upon v/v/hich the bat- 
tle takes placq and the exprerience of the units 1 1 is also adj usted by a random 
factor, to help sirmlate the uncertainty of battle The higher the unit's initia- 
tiv/e: the better, si tree the unit v/v/ith the higher initiative takes reduced damage 
If a tactical surprise or rugged dd'ense occurs, the attacker's initiativ/e is zero. 
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^ LeEBbs 

B/ery unit has a corrrrBnder; rri I itary forces cannot remai n i ntact without one. 
Hov\»/er, on rate occasions, a truiy e>ceptionai figure rises fromthe ranks, and 
leads in an extraordinary fashion, beyond the ordinary capabilities of the aver- 
age officer. This exceprtional quality is now recognized in Panzer CSneral 1 1 as a 
leader. Ch rate occasions, in battle when a unit reaches a new level of expe- 
rience a star or cro^ may appear n©<t to that unit’s strength tag, indicating 
that a leader has arisen. Leaders are unique and each possesses two abilities; 
one is clas related, the other is random I nspect the unit from the Field 
Headquarters screen to deterrrine that leader's special abilities. 
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Qick on any unit to make it ready for orders. A unit with red nurrbers on its 
strength tag has already moved, and a silver bullet n©<t to the strength tag 
rreans that a unit has not yet fired. If the selected unit can movq a shaded 
area appears denoting the hexes to which that unit can trove Units cannot 
trove to hexes occupied by another unit. The exception to this is that an air 
unit can occupy the same h©< as a ground unit or naval unit. You can cancel 
a unit's trove by imrediately selecting the Cancel Move button from the 
Cptions menu. >bu cannot undo attacks, nor can you undo troves from which 
you sight previously hidden enetry units. 

IVfcn^mBfit Cost 

Each unit has a rrovement point allowance per turn that is spent as it troves. 
The rroverrent point cost of each hex depends on the terrain in the hex, 
weather conditions, and the unit rrovement type. See the Mo\ement Cost by 
T^rain Type table below< for detailed inforrrEttion on the effect of terrain on 
rrovement. B/ery rrovement poi nt a unit uses costs one fuel , except that when 
the ground is covered with snow< all ground units pay double fuel costs, i.e 
two fuel points per rroverrent point; snow does not reduce the distance that 
a unit can trove Note: Because of the! r operational range ai r units ha\^ no fuel 
lirrits in Panzht CSnbwl 1 1 . 

Movement ends prerraturely if a unit troves adjacent to or is tactically surprised 
by (troves into) a prwiously-hidden unit. A tactical surprise is treated as an 
attack with the d^ender tecei vi ng an automatic rugged d^ense Enteri ng a river 
hex ends a ground unit’s rrovement, e>cept when the river surface is frozen. It 
tray exit river hestes rotrrally the following turn. Dsrrounted bridging engineers 
may serve as bridges, elitrinating this penalty for the hexes engineers occupy. 
Sorre especially wide rivers are itrpassable; exzept at bridges. 

r/tn^ment Cost by lerrain lyp^ 


TERRAIN 

TRACK 

HALF-TRACK 

WHEELED 

LEG 

NAVAL 

ALL-TERRAIN 

Sand 

1/1 

1/1 

3/3 

2/2 

I/I 

1/1 

Forest 

2/2 

2/2 

4/A 

2/2 

I/I 

2/2 

Rough, Hill 

2/2 

2/2 

3/3 

2/2 

I/I 

2/2 

Mountain 

/VA 

A/A 

A/A 

A/A 

I/I 

A/A 

Clear 

1/1 

1/1 

2/2 

1/1 

I/I 

1/1 

Bocage 

4/4 

A/A 

A/A 

2/2 

I/I 

3/3 

Swamp 

4/2 

4/2 

A/3 

2/1 

I/I 

3/3 

Stream 

2/2 

2/2 

4/4 

1/1 

I/I 

1/1 

River 

A/2 

A/2 

A/3 

A/2 

I/I 

A/2 

River, Impassible 

I/I 

I/I 

I/I 

I/I 

I/I 

I/I 

Ocean 

I/I 

I/I 

I/I 

I/I 

1/1 

I/I 

Airfield, City, Port 

1/1 

1/1 

1/2 

1/1 

I/I 

1/1 

Road, Bridge 

1/1 

1/1 

1/1 

1/1 

I/I 

1/1 
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lable Explanations 

Each movement mode is prepared for different typies of terrain. The first num- 
ber r^ers to moverrent through that terrain during fair, overcast, or rainy 
v\eather. The second number gives the rraverrent cost for movi ng through that 
tenai n i n srrowy v\eather. An A derrotes that enteri ng a hex of that tenai n typie 
uses ail of the unit's rroN^rrerrt points for that turn. The unit tray exit rrormally 
the following turn. An I derrotes that that typie of terrain is irrpassible to that 
rrovenrerrt rrode 

Note: Towed units canrrot rra\^ on thei r own, they rrust use transport, and v\hen 
moving, use the transport's mo\^iTBrrt costs The cost of rrrA^rrrerrt for air units 
is always one per hex, regardless of terrain or v\eather conditiorrs 

IN/txnting and Disnxuidng Units 

A unit which has been assigned organic transport can use that transport to 
trove greater distances during a turn. Qganic transport is transpxort which is 
permaneirtly assigned to a unit and canrrot be shared (i.e, trucks or half- 
tracks). In carrpaign play, if you want to prurchase transport for an existing 
unit, or improve the unit's transport, you rrust Upgrade the unit from the Field 
Headquarters screen betv\een battles. 

A unit can only rrourrt and distrount prior to rroving; a unit that has rroved 
via transport rrust retrain in the vehicle at the etrd of the trove. A unit can- 
rot mount, trover and then distrount unless it is infantry under attack; this 
advantage does not apply if the infantry is tactically surprised. Amounted unit 
can performthe sarre actions as a disnounted unit: get replacerrents, upgrade; 
disband, resupply, and so on. Hov\ever, a rrounted unit canrot attack. 

Note Mounted artillery and air defense do not provde support fire forfrierrdy units 

Brfaarking and DiserTbarking/Mr and ISbwBl Units 

At the beginning of each scenario that uses air and/or naval transport, a num 
ber of transport points are given to each side Mou canrot porchase them and 
if an air or naval transport is destroyed, it cannot be repilaced. These nurrbers 
represetTt the allocation of air and naval transports to your arrry- These trans- 
ports are used to move units around the trap and over the sea. \Ahen you move 
the cursor over a friendly port or airfield, the transports curretTtly available 
appear in the I nfonration bar at the top of the screen. \Ahen a unit errbarks, 
it uses one available transport. \Ahen a unit diserrbarks, it frees one transport. 
Since there are a lirrited nurrber of transport points, even if a unit can legiti- 
rrately errbark, there night rot be an air or naval transport availably in which 
case the Embark - Disembark button is rot available in the Mew Unit panel. 
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Chly certain classes of units can errbark in a plane: infantry, light anti-tank, 
arod light artillery. Units can only errbark on a pi ane from a frietodly airfield hex 
Units with organic transport canrot errbark on air transport. If the unit is on 
the airport hex at the beginning of the turn, the unit can errbark and trove in 
the air transport during the same turn. Units, with the e>«;epition of ait to ome 
units, can only diserrbark onto an airfield hex If a unit diserrbarks on an unoc- 
cupied, enerry controlled airport hex that airfield is captured. \Ahen a unit 
errbarks onto an air transport, the unit icon is replaced by the air transport 
icon, and uses the air transport's statistics when d^ernding against attack 

Most ground units can use sea transports; naval and air units, and fortifica- 
tions canrot. Units can errbark on naval transports only at frierndly controlled 
ports. Units with organic transport tray use naval transport, but the unit is dis- 
mounted when it diserrbarks, regardless of its state when it errbarked 
(rrounted or dismounted). Units on sea transports can diserrbark on unoccu- 
pied coastal he>es; they do rot need to diserrbark in a port. Any valid unit 
that diserrbarks into an unoccupied enerry port captures it. Rerrerrber that 
only infantry, tank anti-tank and recon units can capture cities. 
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Wien a ground unit is the recipient of rruitiple attacks, its ground defense is 
reduced by tv\o for e^ery attack after the first, to a rraxirrumof eight. This ref> 
resents the corrbat attrition that occurs vJnen vjs^/es of attackers v\ear av\ay at a 
unit's defenses Effecti\^ use of rruitiple attacks can defeat eNen the rrost pow- 
erful units, but rerrerrber that yourown units are equally vulnerable to attrition! 


Prestige points represetTt the influetTce you have earned with the high com- 
rrand by winning battles as quickly and decisi\^y as possible^ and taking and 
holding victory objectives and cities In the sarre rranner, hov\ever, losing 
cities and battles reduces your prestige You can eschange prestige poirrts for 
new units replacerrerTts artd new equipmerTt for existing units 

Note: Regardless of the prestige you ha\^ earned, in rrost cases, (the e>ception 
being the first three battles of the Blitzkrieg carrpaigo), losing a battle results 
i n your general being disrrtssed from acti\^ service 


Ranged fire differs greatly from artillery artd air cM'ense fire althorjgh those 
units also can attack at a distarrce greater than one hex. Some of your units 
are able to attack at ranges greater than one hex, represetTting pov\erful guns 
that can laurtch shells a tretTetTdotJS distarrce Hov\eN^ unlike air d^ense 
which targets enerrtes high in the sky, artd artillery, which laurtches attacks in 
a high, arcing trajectory, units with tanged fire are affected by terrain. Ifhills, 
rrourttai ns, cities, forest or bocage lie directly betv\een your unit artd the 
enetry, your unit cannot fire on the target; the terrain rrakes an effective 
attack i tTpo^ ble Your unit trust either trove to a hex where terrai n is not an 
obstacle; or your unit trust rro\^ adj acerrt to the enetry, si tree terrai n does not 
block the litre of fire when units ate adjacent to one another. 

Note that only units with ranges equal to or greater than your unit's tray coun- 
terattack when f i red upon at range; makd ng ranged f i re a pov\erf ul tool when 
used can^ully. It is a good idea to check the firing range of possible targets 
from the \A&n Unit parrel before firing; otherwise your unit tray be in for a 
nasty shock when an enetry you thought vulnerable suddenly returns fire! 
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riUj EK B l M 'l S 

It is nev^r prudent to allow your units to fight to the point of elirri nation. The 
wise general pulls v\eakErred units back from the front lines and calls for 
replacements, for ser^tal reasons Units with even one strength point 1^ are 
less expensir^ to restore to full strerrgth using replacerrerrts than requisition- 
ing a new unit errtirely. This also presetr^s whatever battle experietree that 
unit tray have gained. This represerrts the irrportance of \^eran cadres in a 
damaged unit. Losing units is bad for your prestige; as v\ell. 

The i rrportance of pteservi ng units has trany tactical i rrpi ications For one; you 
should plan for units which risk heavy loses to shoot before troving, so they 
can retreat to safety if grieMously v\eakened. The corollary of this principle is, 
of course; to corrpletely destroy v\eakened enetry units to keep them from 
bei ng brought back up to strength. 


A tugged d^ense can occur i n two wavs: if a unit's moNement takes it i nto the 
hex of a hidden enetry, a tactical surprise occurs (for air and naval units this 
rrisfortune is called "out of the sun" and "surprise contact"), which is auto- 
rratically treated as a tugged defense; also, if an entrenched unit is attacked 
at ciose range (from the adjacent hex), by a ground unit, there is a risk of a 
tugged defense based on the relative experience; the unit type; and the 
defender's entrenchment level. This represents defending units having the tirre 
to create traps, or extremely v\el I defended positions, that the enetry trust take 
great risks to assault. I f the entrenchment level is zero, or if the attacker is a 
pioniere or engineer, there is no risk of a tugged defense 

The concept of tugged defense represents tactical suprise; or the ability to 
open fire from cover at ciose range; conditions which favor the defender and 
can devastate an attacker. Rugged d^ense really helps infantry, particuiariy 
v\ell entrenched infantry. Hov\ev^, repeated attacks disrupt an entrenched 
unit, forcing it out of its good tactical position, or v\earing down its iabori- 
ously constructed cM'enses, and giving the attacker intelligetTce us^ul for 
further attacks 

^adUirglUlts 

All hexes are hidden at the beginning of each turn, except those that are 
within one hex of a frietodiy city, port, or airfield or within the spotting range 
of frietTdIy units Air units' spotting range is hal\«d by overcast and inderrent 
v\eather. Cther units' spotting ranges are hal\^d when it is raining or snowing. 
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Once a hex is spotted during a player’s turn, it rerrains sighted for the entire 
turn. Any time a friendly unit moves and does not cancel its move; it surveys 
all he>es within its spotting range Enerry units within your unit’s spotting 
range are autorratically revealed. It is irrportant to note that spotting an 
enerry unit does not necessarily allow direct fire on it; just because a unit has 
an awareness of an enerry does not rrean that it can bri ng its v\eapons to bear. 
For exarrple; a target rray be seen rravi ng through ground on the other side of 
a stand of trees, but the forest pr»/ents your unit from being able to ^ec- 
tively attack the enerry. 


► 

A unit can start with five or ten strength points. A unit’s current strength is 
given on the strength tag, below the unit’s icon on the Battl^ield. Casualties 
taken i n battle are represented by a loss of strength poi nts, arxJ a unit reduced 
to zero strength points is destroyed. Each non-suppressed strength point 
rrakes an individual attack on the enerry using the unit’s attack and d^ense 
values The nurrber of strength poi nts used for attack is also halved by rai n or 
snow for ground troops and by overcast v\eather for ai r units (ai r units may not 
attack in rain or snow). It is also halved if the unit has run out of fuel (if it 
runs out of armo, it can’t attack, though it can still d^end itself). 
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During carrpaign play, units with experience can have their maxi rrum strength 
increased by one per experience level, up to a rraxirrum strength of fifteen 
strength points at five experience l»/els Units can add overstrength points at 
a rate of one per battle by selecting Overstrength from the Field Headquarters 
screen, betv\een battles. CX/erstrength units are very potent in battle 

There are tv\o types of supply: arrrrunition arxJ fuel. Each tirre a unit shoots, 
it uses one poi nt of arrmo. B/ery rroverrent poi nt a unit uses costs it one poi nt 
of fuel. Exceptions: when the ground is covered with snow, all non-air units 
use tv\o fuel points for each rroverrent point; air units use no fuel, represent- 
ing their large operational range 

Auton^dc ResL^jply 

fech turn, thefollowng autorratically resupply air units vJiich are at an airfielcl, 
na\^l units vJiich are in port, and ground units which do not act. Qound units do 
not autorratically resupply howa/er, if there are enerry units adjacent to them 

You can also resupply your units, using the Supply button from the \^ew Unit 
panel. This ends a unit’s turn. Again, only air units which are at an airfield and 
naval units which are in port can resupply. The resupply rate is lirrited by the 
proxirrity of enerry units, terrain, and bad weather. Units normally receive half 
of their amro and fuel rraxirrumB during resupply. Units receiving replace- 
ments automatically receive resupply. 

^ Si^Dply R3ints 

Supply points are the places where you can deploy requisitioned units. Note 
that capturing an enerry victory hex, city, or supply point does not convert it 
into a supply point that you can use; unless it is a port, and naval transport 
is available Your country’s netwark of supply lines is only prepared to provide 
equipment you requisition to prepared supply depots. 

V\feattier Effects on Supply 

If it is raining or snowing and a unit is not in a friendly city, port, or airfield, 
the unit gets less supply. I f there are more than two adjacent enerrtes, the unit 
rray not resupply. Units also get less supply in the desert. 
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Under certain ci rcurrBtances, artillery and air d^ense units near a deferKding 
unit may shoot at an attacker prior to corrbat. The attacker cannot respond to 
this d^ensive fire because it occurs before corrbat. If all the attacking unit’s 
strength points are destroyed or suppressed by defensi\/efirei the attack is bro- 
ken off irrrrediately. Each tirre a unit shoots it uses one amro point. 
D^endi ng units can easi ly use up se\/eral poi nts of amro i n a si ngle turn when 
d^ending therrBel\/es or nearby units 

Artillery units contribute support fire to nearby ground units, attacked by 
other ground units, while air defense units give support fire to nearby 
ground units against air attacks There are two types of support fire given 
by artillery and air defense Units which are directly adjacent to the sup- 
porting unit receive close support fire; this rreans the artillery or air 
defense uses its full strength against the attackers. Friendly units which are 
not adjacent, but are attacked by enerry units who are within range of the 
supporting unit, also receive support fire; but the pov\er of the artillery or 
air defense is halved. 

The air unit equivalent of artillery support is interception. Fighters adjacent to 
d^ending borrbers or ground units rray intercept attacking air units, but 
fighters may make only one intercefjtion per turn, and each attacking air unit 
rray be i ntercepted only once per turn. 

Defensive fire from artillery and air defense; as well as interceptions by 
adjacent fighters, can be pov\erful tools when used by a careful commander. 
However, enerry forces can also take advantage of support fire, to devas- 
tati ng effect on your attack! ng troops. Always be sure to check the range of 
enerry artillery and air defense before launching assaults in their vicinity, 
arxJ plan attacks on supported units carefully to rrinirrize damage to your 
own forces. The proper use of recon units, to scout out enerry artillery and 
air defense clusters, can also prevent you from rraking a costly rri stake, 
when unseen artillery two or three hexes away disrupt your assault on an 
enerry unit. 
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Suppression represents the ^ect being attacked can have on a unit’s 
strength, other than the loss of strength from casualties. Troops in corrbat 
may becorre disoriented, wounded, or pinned down, all of which retoder them 
infective in combat. Duri ng an attack, some or all of a unit’s strength points 
may become suppressed. Suppressed strength points are not available during 
the attack. Most suppression lasts only for the duration of a single corrbat, 
but tactical borrbers can suppress units for the player's erotire turn, facilitat- 
i ng further attacks on the suppressed unit. Defend! ng units whose suppression 
nurrber is greater than or equal to their current strength, retreat, surrender, 
or are destroyed. 

Note: Drfensi\^ Artillery fire suppresses for the attacking unit’s entire oorrbat. 

~l a i «j n 

Can^ul analysis of terra! n is vital to a vjei I conceived and executed battle strat- 
egy. Terrain affects rroverrent, since sorre types of grourKd are more difficult 
to negotiate than others. See the ’’Moverrent Cost by Terrain Type" table on 
page 46 for rrare I nfotTration. Also, some types of terra! n provide greater base 
entrenchrrent, rraking those areas rrore defensible; and rrare difficult to clear 
of enerry d^enders. See the ’’Entrenchrrent’’ section for details on the rffect 
of terrain on entrerKdirrent. 
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In difficult terrain, such as cities and mountains, d^ending and attacking 
infantry shoot against the close d^ense nurrber of the enerry unit, usually 
placing the non-infantry unit at a s»/ere disadvantage The exception to this 
being that infantry rray attack another unit that succeeds in putting up a 
rugged cM^ensei in which case the attacker shoots at the defetTder's ground 
defense value I nfantry and artillery can be highly rffective when defetoding 
from difficult terrain, particularly against larger vehicles, such as tanks, which 
ha\^ difficulty bringing their full pov\er to bear. Cbn\^rsely, tank and self- 
propelled anti-tank units, which ha\^ difficulty in cities and forests, can be 
dorrinant in clear terrain, where d^etoding infarttry and artillery need to be 
etTtretTched to survi\^ an arrrored attack. 

Rivsts 

Rivers are a terrain type that deserves special rrerTtion. Entering a ri\^ hex 
etTds a ground unit's rroverretTt, except when the ri\^r is frozen. It may exit 
the river hex norrrBlIy the following turn. Dsrrounted bridging engineers rray 
ser\^ as bridges, elirrinating this penalty for the he>es engineers occupy. The 
bridging engineers can also bridge ri\«rs where there is no ford. \Ahen a bridg- 
ing engineer unit troves into a river hex, a pontoon bridge appears Frietrdly 
units rray then rroxe oxer the bridge icon. Note: Sorre rixers ate too wide to 
cros vxith bridgng engineers 

Lfi rgArli I lerysrdAi~ EMa-BB 

Since artillery units rrake arcing, ranged attacks, they can attack with no risk 
of losses by borrbardi ng distant enerry units Ai r d^ense also is able to attack 
their lofty targets without fear of retaliation. Hovxever, since many ai r d^ense 
and artillery ate tovxed vxeaponty you trust rrount them if you wish to rrox/e 
them to another location. Rerrerrber that units rrounted in trucks or half- 
tracks d^end poorly and cannot launch an attack or prox/ide support fire Do 
not mox/e these units too close to enerry units; use their ranged attacks to 
their adx/antage; especially si nc^ even dismounted, these units are x/ulnerable 
to attacks by tanks and infantry. Because of the nature of their targets and 
x/xeaponry terrai n has no effect on arti Mery and ai r defense attacks and d^er> 
six^ fire: 
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'MUcryCZiiaJlicirs 

Battles are x/xon by taking or holding some or all of the Victory Cbjectix/e hexes, 
x/x/hich are represerrted by hexes x/x/ith gold- bordered flags on the Battlefield and 
arategic |Vbp. Capturing tox/x/ns, supply points, ports, and airfieids that are not 
Victory Cbjectixes gains you prestige points, but does not affect the x/ictory 
conditions, so you should alx/xays focus on capturing the objectix/es you hax/e 
been ordered to take Qoly units of the tank, anti-tank, recon, and irtfantry 
classes can capture cities, ports, and airfields, although other troop types can 
occupy them and prexerot thei r use by the enerry. 

Wfcttw- 

XAfeather is randorrly deterrrined based on actual x/xeather conditions for the 
area and rronth of the year in x/x/hich a battle occurs. \Afeather rray change 
betx/xeen fai r, oxercast, rain, or snow Storm fronts can last for a nurrber of days 
and hax/e the possi bi I ity of generati ng only ox/ercast x/xeather or becorri ng rai n- 
stortTE or snox/xstortTB. It nexer rains or snox/xs in North Africa. Note: Djring rain 
or snow storrrB ai rcraft and ai r defense cannot attack 

Bad x/xeather generally helps the defetrder and the side x/x/ith air irrferiority 
because of the inability of air units to attack during bad x/xeather. I nteriudes 
of bad x/xeather are good tirres to resupply and rebuild units x/x/hile x/x/aiting for 
the x/xeather to clear. You can check on the current x/xeather conditions of the 
garre by clicking on the Status Fieport button from the Additional Options panei 
on the IVbin Garre screen. 


A unit exerts a zone of control ox/er the six hexes around it. Surface units' zones 
of control affect only surface units and air units' zones of control affect only air 
units. \Ahen you rroxe a unit into the zone of control of an enerry unit, your 
unit's rroxerrent is stopped and it rrust either attack or etrd its turn, unless it 
is a recon unit. If your unit x/xas ordered to rro\e to a point x/x/hich takes 
it through a hex occupied by a prex/iously hidden enerry unit, your unit is 
surprised try the enerry unit, and your unit's turn etrds after corrbat is resoixed. 
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Wnile it's probably not possible to provide "truth" about any historical a/ent, 
Panzer CiNffiAL 1 1 does give the player rruch the sarre kind of choices as those 
facing his or her historical counterpart. 

No single general fought all of these battles, but they could have: the cam- 
paigns are designed to leave enough transit tirre between scenarios for a 
player’s core units to have tirre to trove to the new battlefield. 

From the civil war in Spain, to the "lightning" victories of early \Ahrid \A6r 1 1 
and beyond, the Blitzkrieg carrpaign offers a large variety of challenges to the 
aspi ri ng general and is the centerpiece carrpaign of PANzm CiNffiAL 1 1 . 

r/bckid Gffensve 

The a vi I \A6r i n Spai n provided a test! ng ground for the Curran NAfehrrracht, as 
well as the Soviet and Italian arrries The Luftwaffe's Oandor Legion air wing 
is the best-known Gertran forrration to have assisted Francisco Franco's 
Nationalist arrry, but the Gerrran Arrry also sent a srrall rrotorized unit, 
including a nurrber of tanks, to Spain. 

I n the battle of Guadalajara, northwest of Madrid, both sides corrrritted some 
of their best units as the Natioralists tried to cut off IVfedrid, still held by the 
RepubI ic despite repeated attacks Franco sent i n the tough Moroccan brigades 
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of the corps-sized Soria Dvision, and the Italian "volunteer" corps, the CTV 
provided three divisions of Blackshirts and the Littorio division. This last was 
supposedly a regular arrry division, though the arrry had as little to do with 
it as possible The troops were in their 30s, unerrployed workers who had 
signed up either as colonists for Libya or Ethiopia, or for work as extras in the 
movie Sdpio in Africa, then in production in Libya. They were deeply surprised 
when their ship docked in Cadiz, they received rifles and uniforms, arKd they 
learned that they had volunteered to fight Cbrrrrunism 

The Refxjblic corrrritted sorre of its own top units, including the elite 11th 
Shock Dvision and a number of I ntemational Brigades including the "Garibaldi 
Battalion" of anti-fascist Italians, which successfully induced over 1,(XX) CTV 
soldiers to desert with prorrises of fair treattrent, arxi then massacred them 
Also present were a brigade of Germans and Austrians, the extrerrely tough 
Spanish El C^rrpesi no Assault Brigade: arid the Soviet- rranned 1st Tank Brigade 
with over lOO "P26 and EfP5 tanks. 

Guadalajara proved a disaster for the Nationalist cause: especially for the CTV 
IVbdrid would hold out for two more years as the war conti nued i n Spai n. 

Gechanouv 

The Fbles fxjt up a pretty stiff drfense against the \AfehrrrBcht here Though 
Mlawa lies almost directly north of \A6rsaw< the Carman objectives actually lay 
to the east and south, toward Qechanow German leaders considered it politi- 
cally very irrportant to present eastern Ftoland to the Soviet Union as a gift, 
rather than have the Soviets conquer it for therrEel ves. The Kferrpf panzer divi- 
sion, a hastily thrown-together outfit which later became the l(3th Panzer 
Dvision, was supposed to move quickly past the frontier fortifications and 
head for Brest-Litovsk on the new Curran- Soviet border. I nstead, the Ftoles 
inflicted serious damage on the panzer unit, and it did not participate further 
in the Fblish carrpaign. Polish cavalry in turn invaded East Prussia, deeply 
errbarrassi ng the Conran arrry. 

Players should not be rrisled by the quick conquest of Poland in the historical 
carrpaign. I ndividual Polish units fought very hard for their country, and where 
they faced fai riy even odds, the Poles often frustrated the Gerrran advance The 
polish regular infantry is at least as good as its Curran counterpart, though it 
is not nearly as well-supplied with trodem artillery. The Polish reservists are 
no worse than the Gerrran Landwehr division. The Polish cavalry is superior to 
the Genran cavalry brigade Unfortunately for the Poles, it has nothing to 
rratch even a second-rate panzer unit like the kerrpf division. 
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Suorrussalrri 


PANZff( CivERAL II is designed to give players the opportunity to fight in all 
types of dirrates and conditions, and this one presents quite a challenge The 
Soviet juggernaut looked unstoppable as it rolled into ceritral Finland late in 
1939. The i nvaders even brought along a brass band to serenade the oppressed 
warkers of the Suorrussalrri district. 

Hov\ever, the Fi nns struck back furiously, surroundi ng and destroy! ng one Soviet 
division after it captured the tov\/n of Suorrussalrri, and then giving the same 
treatmerTt to a second Soviet division that tried to rescue the first one The bat- 
tle is still used as a training exercise at rrilitary acaderries around the v\orld. 

ISb Conran troops fought in the actual battle The Finnish goN^mment begged for- 
eign nations for aid, especially Britain and France and hoped to see sorre troops 
arri\e in tirre to fight the Soviets Although Genrany and the Soviet Union had 
signed a non- aggression pact and acted as unofficial allies during this period, the 
presetTce of Conran troops under a "volunteer^' facade vjss not at all out of the 
question. Soldiers and airTren from Gerrrany’s Axis partners Italy and Hungary 
fought on the Finnish side as volunteers as did about 8,CXX) Srtedish troops 

Lillehartmer 

□uri ng the Fi rst \Abrld \Afer, the C^rrran Navy proved unable to break out of the 
North Sea and C^nrany slowly starved to death uroder Allied blockade The next 
tirre Cerrran planners rrade sure they'd have open access to the Atlantic - and 
to year-rourod shiptrerTts of S/vedish iron ore - by seizing Norway. 

Li I leharrmer, now known as a wi nter sports mecca, sits astride the most i mpor- 
tant corrrruni cation routes of south-cetTtral Norway. Cerrran troops sought to 
drive northward up the long rrountain valleys from CBIo toward Trondheim arid 
the other Atlantic ports The Norviegians, with some British help, dug in to try 
to stop them 

Officially, only one Norviegian division fought in this battle but it seerrs to 
have had significant help from reservists arriving at the front, and Norviegian 
soldiers escaping from another division surrounded to the west of this battle- 
field. The Norviegian infantry fought hard and rrade good use of the incredibly 
rrountainous terrain, but had little artillery and nothing to stop &jen the light 
tanks deployed by the Conrans. 

\Ahile their British allies did not rrake nearly as good a showing, the Norviegian 
troops fought very v\ell. It finally took a landing by paratroopers in their rear 
area to dislodge the Norviegians from their positions. 
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Like Suorrussalrri, if you are playing in carrpaign trodei this scenario etTcour- 
ages a balanced core corrbat group. I nfantry is very irrportant here. 

Sec^ 

The Gerrran plan for the 1940 carrpaign in the west centered around a strike 
through the dense Ardennes forest, and errerging at Sedan to dri\e across France 
to the English OTannei. Sedan represented aforrridable barrierto these plans, wth 
the IVfeuse Ri\er and sorre pre-war fortifications to help the FretTch drfetTders 

The Curran force here was one of the best. It consisted of twa elitq full- 
strength panzer divisions, another fairly good panzer division, and an elite 
i ndepetTdetTt regirrerTt. Flistorically, these forces (the XIX F^nzer Carps) were 
led by the fatrous Ceneral Fleinz GUderian, the father of blitzkrieg theory. At 
Sedan he proved that he was no rrere paper theorist. 

Along with sorre reservists, better classed as an arrred rabble; the Fretach had 
sorre good units to oppose the Cenrans, i ncludi ng rei nforcerrerat by an amoted 
division with better tanks than the Cerrran panzers. The Fretach lacked the com 
biraed arraTB practices of the Gerraan panzer divisions, and when their tanks ran 
out of fuel, which happeraed rather quickly they had to deperad on vulnerable 
tanker trucks to refuel them rather than the gas cans used by the Cenaans 
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teoe To Dunkirk 

The Allies atterrpted to hold back the panzers from the beach zone; while the 
fermans sought to dri \/e forward far enough to bri ng the 0 ,/acuation zone under 
their control. 

Though the Carmans had the strategic advantage at this battle; their troops 
and equipment were exhausted from the quick drive across northern France 
Meanwhile the Allied arrries, which had retreated from Belgium into the 
Dunkirk area, included many of the best FretTch and British units, and a num- 
ber of these had seen little or no action. VVhile rruch has been made of the 
Cerman decision to "let the British get away," in reality, rrany Cenran com- 
rranders feared a disastrous result should they push their warn-out, 
o\etextetTcled troops into a battle with the fresh, nearly full-strength Allied 
units in the Dunkirk pocket. 
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An aggressive Cerman drive here is the battle which, from their point of view 
they probably should have waged, and which the rest of the warld is thankful 
they did not. British propaganda did a rrasterful job of turning the Dunkirk 
evacuation into a victory, but in fact it was a terrible d^eat which could have 
been a/en warse 1 1 is the task of the Cerman prlayer to rrake it so. 

VJncfeor 

This battle never hapjprened, but could have; given quicker Cenran success in 
Frartce follov\Bd by a lartding in Great Britain. Orly a highly successful Genran 
player sees this scerrario i n the course of the carrpaign. 

Assurring the Cerman forces could get across the English Channel in the face 
of the Royal Navy artd the Royal Ai r Force; both of which could be exprected to 
resist literally to the last rran, ship, artd plane; they wauld have to establish 
a beachhead artd drive inlartd. Chce ashore; the prize wauld be Lortdon, the 
British caprital artd irrdustrial cerrter. 

The British could be exprected to prour &/efy pxDssible tei rtforcerrent irrto the 
battle for Lortdon. The Cenrans wauld have to isolate the great city brfote they 
could even conterrplate the block- by- block conquest. To do so, the toad artd 
rail net leading to the irrportarrt prorts artd irrdustrial centers to the v\est and 
north of London wauld have to be cut. IVbrty of these run near Wndsor, to the 
v\est of London, and in this scenario the German player rmst cut these lines 
against fanatical British resistance 

There is also an opportunity for the C^rrran player to land in England in 1943, 
following the defeat of the Soviet Union. \Ahile this scenario takes priace on 
the same rrap, the forces i nvolved are quite different. The British d^enders of 
1943 are J ust as determi ned as those of 1940, but rruch better armed. 

FVssut To labnJc 

Tobruk is a srrall port in Libya, not far from the border with Egyprt. Allied forces 
in Egyprt invading the Italian colony of Libya wauld have to secure this area 
before continuing the carrpaign. Otherwise; there would be no port at which 
to land supplies, and forces from Tobruk could easily cut their supply lines run- 
ning back to Egypt. The Italians ther^ore built a rrodem, v\el I -equipped 
fortress at Tobruk in the 1930’s, but the British caprtured it fairly easily in 
1940. \Ahen Axis forces led by Erwin Romrel drove the British back out of 
Li bya i nto Egypt, they faced the same need to capture Tobruk before conti nu- 
ing their offensive 
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I n the actual carrpaign, the Allies had little trouble inserting the forces th^ 
desired into the Tobruk fortress b^ore continuing their retreat into Egypt. 
This scenario requires the Axis player to dri\/e quickly enough to keep this 
from happeni ng. 

nabridc 

The Australian d^ernders of Tobruk faced up to the Axis siege with great success. 
Despite repeated attacks and a lengthy sieg^ the garrison could not be crad<sd 
and Tobruk refrained in Allied barrels, thorjgh the Sorjth African artd I rtdian 
deferrders of the fortress a year later had rrudr worse Itjck 

Wrile they v\ere v\ell-suited to warfare in the desert, the Curran pran^r divi- 
siorts artd the I tal ian arrrored forrrations v\ete trot desigtred for frorrtal assaults 
agairrst fortificatiorrs Thorjgh the Italian irrfarrtry pro\ed to be tough fighters, 
especially at night, supplyitrg an i rrfarrtry force large etrough to in\/est artd cap- 
ture Tobruk by siege pro\ed \ery difficult. 

The Axis forces e\/etrttjally tried to bypass Tobruk irrstead, builditrg a trew road 
sotjth of the fortress. This eased the supply situation sorrewhat, brut trot 
enough to rrourrt a full-scale invasion of Egypt. Qrce again, the Carman com- 
tTBtrrder is tryirrg to chatrge the historic result of this battle 
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Hiermapylae 

If the C£treral Staff doesn't think all that highly of your accorrplishmerrts, then 
all roards lead to Atherrs Leonidas arid his Spartarrs held the pass at Thenropylae 
agairrst the rrassive Persian arnres of >ferxes, lotrg errorjgh for the Greeks to rally 
and everrtijally defeat the Persians In 1941, the Australian and New ^alarrd 
d^errders of the pass vrere j ust tryi ng to hold barzk the panzers long etrough for 
the Royal Navy to e/acuate the ill-fated British expedition to Qeece 

Wrile the Qeek artry fought off the Italian invasion in late 1940 fairly stjc- 
cessfully, the Qeeks vrere in no position to rrourrt a serious d^errse agairrst the 
C^rrran invasion which follovred in the spring of 1941. Wth their best divisions 
facing the Italians, and few arrti-tank guns, the Greek d^errse quickly crurrbled. 

British Prirre Mnister Wrrston Churchill ordered a number of divisions out of 
Libya to help prop up the Greek artry. These units fated little better than had 
the Greeks, and soon the sane divisions, rrinus their equiprrent, v\ete lining 
up to board British warships for the return trip to North Africa. The Certran 
player's task is to prush through TTrerrropylae to stop this evacuation. 

IVbita 

Sitting astride the sea lanes between Italy and Libya, the British-held island 
of IVbIta proved a major nuisance to Italian ^orts to pxjsh supply convoys 
across the Mediterranean Sea. Therefore^ the Italian general staff, the Stato 
Nbggiorei drew up a plan for the island's conquest, known as C3. 

Italy's C^tTran allies soon deiranded a leading role for the in\asion they now 
called Cpjeration Herkules Wiere the Italians had planned to o\^rv\lTeimthe Allied 
drfenses by landing infantry divisions all around the island, the Conran pilan pxjt 
its faith in airborne landings Conran and Italian praratroopjers wruld secure the 
most i rrportant pxri nts, aird rei nforcerrants wruld then come over the beaches to 
finish off the island's garrison. The Axis na/er found therrEeives in a pxrsition to 
assault IVfelta, but theGerrran player can find hirrBeif ordered to tackle the island. 

This is one of the game's srrallest traps, and provides a change of prace with a 
rare (as regards PAtvjzffi 1 1 ) naval conflict as part of the action. 

KisHnev 

Romania Joined the Axis alliance to seek vengeance on its neighbors, Hungary 
and the Soviet Union. Each of thes^ with German connivancy snatched errtire 
provinces in 1940. Wren Curran diplorrats earful I y broached a pxrssible inva- 
sion of the Soviet Union, Rotranian leadersjutrped at the chance to regain the 
lost province of Basatabia. Romania was the only Axis ally privy to Gerrran 
plans for Cpreration Barbarossa, the invasion of the Soviet Union. 
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Wnile the Rorranian atrry was fairiy large and contained sotre excellent units, it 
lacked modem equipment. Tanks especially v\ere in short supply, and Romanian 
leaders sought at least one panzer division to aid in the drive to Kishina/, the 
capital of Basarabia. This help was not forthcorri ng, but in the carrpaign game 
you, the player, are dispatched to aid in this attack The scenario begins almost 
two weeks after the start of Barbarossa, and thus the Soviet divisions in this sec- 
tor have been able to bring therrselves almost to full strength, and their 
corrmanders are far less confused than those w/ho faced the fi rst Certran assault. 

Ncn^orod 

Staraya Russa, south of Novgorod, was an irrportant corrrrunications cetTter 
and the Soviets fiercely resisted Cerrran attacks here. Though the Gerrrans 
trade some progress, the Soviets preverited a corrplete breakthrough. A powr- 
erful Soviet counterattack in this area would later trap rrany of the lead 
elerretTts of this German attack in the so-called "Derryansk Rocket." 

C^rrran panzers had great difficulty in the swarrps and heavy forests of 
north-cetTtral Russia. Also, Soviet resistance grew/ stronger the longer the cam- 
paign continued. 

The Soviet opponents here include several forrrations added to the Red Arrry 
in 1940 w/hen the Soviet Union annexed the Baltic States of Lithuania, Latvia 
and Estonia. The 180th Rifle Dvision was formed from two Estonian divisions 
and the 183rd from two Latvian divisions. Both still used a bizarre array of 
weaponry, w/hich the two sttbII nations had prurchased from all over the globe 
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Vblokralam^ 


Perhaps the proudest name in Rtjssi an/ Soviet rrilitary history, but one rarely 
seen in \Afestem history books. It was on the N^lokolarrsk Highway that com- 
rrissar VK Klochkov of the 316th Rifle Dvision told his men, "Russia is huge 
but there is now/here to retreat. Moscow/ is behind us." 

Cutnurrbered and outgunned, the Soviet troops fetoded off some of the Conran 
amT/s best divisions. German generals claimed their late October pause brfore 
Moscow/ was due to rrud and supply shortages; the real reason w/as the courage 
and sacrifice of the Soviet soldier. 

The C^rrrBns hurled their excellent 2nd and 5th Panzer Dvisions into the battle 
These units had lost thei r tanks w/hen a British subtrari ne sank the transport car- 
ry ng themafter the conquest of Qeece atod entered the Russian carrpaign rrany 
weeks later than the rest. By this point, a full-strength pan^r division w/ith 
bratod ne/v tanks should have been unstoppable The 78th Siberian Rifle Dvision 
stopped themcold. Short of rifles, volunteer factory workers in the 18th People’s 
Mlitia Dvision fought the Cerrrans w/ith their bare hands Despite rrassive casu- 
alties, the Soviet line held and Moscow/ was saved 

Klin 

Wth the Molokolarrsk Highway firrrly blocked by its fanatic d^enders, the 
C^rrrans tried another route to the northeast of Moscow/ Once again Soviet 
troops fought fanatically to defetod the capital. Wth fresh reserves corrmitted 
to the battle the Soviets began a series of counter attacks Soon the Carmans 
found therrselves fighting desperately to escape the Soviet trap. 

The Currans probably had only the slirrmest of chances to actually capture 
Moscow/ in late 1941. Political decisions diverted the panzers south for several 
key weeks during the auturm. By the time they returned to the drive on 
Moscow/ it w/as already too late Even an early attack on the Soviet capital had 
no guarantee of success, since the fanatical d^ense at N^lokolarrsk and Klin 
would surely have been repeated in the streets of Moscow/ itself. 

There was also ro guarantee that the capture of Moscow/ would have driven the 
Russians out of the war. Napoleon certainly learned that lesson in 1812. The 
loss of Moscow/ would have crippled the Soviet railroad system and cost the 
Soviets many important factories. It would not have crashed the w/ill of their 
people to resist the Currans. 
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S^\/Bmah 

Savannah has been an inportant cornrercial and nilitary port sirnce its found- 
ing, arnd any invader of North Arrerica wouid eventuaily have to try to take it. 

The American infantry divisions are deterrrined to repel the invaders. Each of 
these divisions had irrpressive vjar records The 2nd Cavalry Dvision did very 
v\ell in rraneuvers, but upon reaching the North African theater it was broken 
up to provide rranual labor to unload ships, a sad etnd to the proud history of 
the "buffalo soldiers" 

Ridge 

Deep in the mountains of east T^nessee; Project IVbnhattan - the Arrerican 
program to build an atonic borrb - built an eritire city in great secrecy. Here 
scietTtists built key corrponetTts of the borrbs that brought an etnd to the 
Second \Abrid \A6r. C&k Ridge rerrained closed to the public until 1949, and its 
existetTce was only adrritted in 1945. 

The Germans have their best weapons of the game at their disposal and sorre 
excel letTt units to use them aanding in their way are sorre of the toughest 
enerries they w/ill face Bob Dole's l(3th Mountain Dvision is supported by the 
T^nessee Volunteers The Texas Rangers are presetTt, as are the valiant Polish 
exiles and the elite 3rd "Spearhead" Arrrored Dvision. 
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QwwJIca Pjl in 

You now/ have the opportunity to lead Soviet troops to the final victory. The 
Soviet carrpaign picks up once the tide has started to turn i n the east, and the 
Soviets are on the offensive. Should you errerge victorious, the party w/ill be 
greatly pleased that you have properly followed its doctrine Should you lose/ 
you get to keep the blarre all to yourself. 

Satcm on the Chir 

In Sal ingrad, the Genrans had been stopped by deterrrined resistance The 
lines to the southeast and northwest of Stalingrad were held by allied arrries 
from Hungary, I taly and Romania. Though these forces i ncl uded some very good 
troops, all were short of tanks and especially short of anti-tank guns. The 
Soviet high comrrand saw/ this as an opportunity to trap the Gerrran Sixth 
Anry in Stalingrad. 

This scenario takes place to the northwest of Stalingrad, in a vital sector held 
by Rorranian troops The Rorranian infantry was probably about equal to the 
C^rrrans on the d^ensiv^ but these divisions had rruch less artillery than a 
C^rrran division and very few/ anti-tank guns 

The Soviet offensive shredded the Rorranian line Of the two Axis amored divi- 
sions present, the Romanian Royal Amored Dvision fought very well despite 
its worn-out tanks Gerrran officers and sorre historians later clairred that the 
22nd Panzer Dvision perfoirred so badly because nice had eaten the w/i ring in 
the tanks - the military equivalent of "the dog ate rry horrework" The sce- 
nario, ther^or^ takes its Axis positions from rrore reliable Rorranian sources 

Soviet troops closed the Stalingrad pocket and trapped the Sixth Arrry, w/hich 
finally collapsed in February 1943. The Soviet drive to Berlin had begun. 

FYoktxrrcMo 

I nevitably, this garre had to include a scenario fromthe legendary tank battle 
near Prokhorovka. 

By the tirre C^rrran troops and equiprrent had been gathered for the car^ully 
planned attack at Kursk the Soviets knew/ exactly w/here the attack would corre 
and prepared for it. After the C^iTran tank units had been worn dow/n by forti- 
fied anti-tank guns protected by infantry the Soviet tank brigades hurled 
theiTEel ves on the panzers and a w/i Id battle between hundreds of tanks fol lowed. 
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Keth^ 


This scenario features Soviet airlDome troops, but the focus, asinthe reai bat- 
tlei is getting the Soviet tank corps over the Chepr River, and iosing sight of 
this goai wiil resuit in d^eat. 

The Soviet Union v\as the first nation to train soidiers as p>aratroop)er5, though 
the early units did not v\ear parachutes: the planes flew as low and slowly as 
possible and the soldiers were irstructed to look for soft places like swarrps 
arKd snow banks to jurrp into! Scattered Soviet paratroop landings took place 
during the Wnter \A6r with Finland in 1939-40, and a large number of para- 
troopjers v\ere trained and ready when the Carmans invaded in 1941. 

These tough soldiers soon p>ut away thei r parachutes arxJ headed for the front 
lines, where rrost v\ere destroyed though they all fought fiercely. The Soviets 
conti nued to trai n paratroopers, and set up new brigades. VVhen thei r offensive 
ground to a halt brfore the Chepr F<iver south of Kj»/, the Soviet high com- 
rrand corrrritted the paratroopers to force a river crossing. 

The jurrp did not go v\ell, with rren scattering far and wide on both sides of 
the Chepr, but it did cause the Carmans sorre trouble in the rear areas I n the 
gatTB: the Soviet player trust reali^ that his paratroopers are there to slow 
down Genran reinforcements by blocking the roads leading to the front. The 
battle's outcorre depends on the tank corps, which trust cross the river artd 
capture the vital kartev Bridge 

Lerincyad 

For 900 days the "Hero Oty of the Soviet Union" suffered urtder Cerman ai r artd 
artillery borrbardrrent. I n spiite of this, teningrad held out, artd the Cermans 
feared the fartatic resistartce they wauld ertcounter within the city. 

I n the spring of 1944, the Soviet artries outside Leningrad had fi rally broken 
through the Conran lines artd optened supply routes Food, v\eapxDns, artd rein- 
forcerrents pxDured into the city. The fertrans held onto their retraining 
pxDsitions outside Leni rtgrad, artd v\ere trappied there when the Soviets laurtched 
t hei r counter- offertsi vei 

J urte: 1944 brought a massive Soviet assault on Axis ally Finland, cultri rating 
in the "Black Cay of the Finnish Artry." This is the battle covered here: south 
of i pturi . 


69 CAIVPAI OM cea OM NOTES: Chv\arrl To Berlin 



The Finns had reused to laurtch a direct assault upan Leningrad, officially 
because they had signed treaties prorrising rt»/er to do so; in reality because 
they feared the tremertdous casualties such an attack wauld bring. The Soviets 
could not tolerate the Finnish threat so close to Leningrad, hov\ever, and in 
the sumrer of 1944 rrounted a pxDV\erful assault ai tred at capituri ng the city of 
Mipxjri, known to the Russians as V/borg. 

The Finns corrrritted their only armored division to d^end the city, but its 
worn out captured Soviet vehicles and Carman-made assault guns v\ere no 
rratch for the rrodem Soviet T^34s arxJ The Soviets deployed vast num 
bers of artillery pieces, and supplied them with mountains of amrmnition. 
Under this barrage the Finnish i nfantry broke A Carman division comritted to 
the front fared even worse Soviet victory here soon forced Finland to rrake a 
separate pieace 
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Seelouv Hei^its 

The final breakthrough before the battle for Berlin itself occurred just to the 
east of the city, along the line of the Oder Ri\/er. The Soviets reached this line 
in late 1944, but with their supply line stretched beyond the breaking point, 
the offensive ground to a halt. Rather than push the Soviets away from the 
capital, the fenrans then launched their offensive to regain Budapest (seen in 
the Operation Kirnrad scenario). 

\Ahen the Soviets finally brought up enough troops and supplies to launch the 
final drive on Berlin, they did so with ox^rwhel rri ng force The Seelow Heights 
rrarked the last place before the city offeri ng good defensive terrai n. The rrot- 
ley fetman force ranged from crack panzer instructors to hastily-drafted police 

Ch the Soviet side the rranpov\er pool was also nearly exhausted. The capture 
of Berlin was no sure thing; Soviet strength had alrrost given out, and only 
the deep desi re for r»/enge and to crush the C^tTran pol itical leadershi p drove 
the Soviet arrries forward. 
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The tide has turned. After a long struggle the Allies return to Europe; their 
goal — the unconditional surretTder of the Axis pov\ers. You now lead Arrerican 
or British forces into battle starting with the Salerno landings in 1943. 

Saiemo - Retun To Etmope 

Allied troops returned to Europe to stay in Sef3tetTber, 1943, with a landing on 
the I tali an mainland. The Allied forces landing at Salerno, Just south of Naples, 
did not know whether the I talian troops they exp)ected to rreet on the beaches 
vrould be friends, foes, or neutrals. 

I nstead they found a full -strength, expierienced C^rtTan panzer division wait- 
ing for them The struggle for the beachhead was intense; but with the help of 
the 82nd Airborne D vision, tough comrandos, and rangers, the Joint 
Arrerican- British landing force held their own, and everrtual I y captured Naples. 

Advance Oi St. Lo 

\Ahile the British drive bogged down in front of Caen, the Arrericans secured 
their beaches and the large part of Cherbourg in preparation for a full-scale 
breakout. Backed by wa\e after wa\e of heavy botTbers, the US First Arrry 
struck the Currans near St. Lo at the v\estem end of the Normandy front I i nes. 
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The ai r attack caused i ncredi ble de,/astation. The borrb craters o\/erlapped, and 
tTDst of the front-line Carman troops sirrply disappeared. Arrerican troops 
found tanks flipped corrpletely a\/er and a handful of dazed survi\ors. The US 
units rro\/ed through the borrb zone; and handi ly d^eated the Conran reserves 
rushing to fill the gap. 

C^en 

British cornrander Bernard Montgorrery prorrised the Allied corrrrand that his 
troops v\Aould capture the old city of Caen on the first day of the Norrrandy 
lardings. Hov\«/er, the Cerrrans v\ere able to pour in rei rtforcerrents because 
theslovv methodical British tactics allov\Bd the Axis to move their troops prac- 
tically at will. \Afeeks of hard, bloody fighting passed b^ore Montgomery trade 
good on his promise 
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Atracxxrt 


The American capture of the irrportant industrial and comnjnications center of 
Nancy brought a quick Ceman response \Ahi le the Cerrran arrry which faced the 
Ailies had essentially disintegrated during the retreat across France new armored 
forrrations had been raised and some old ones re-equipped with new pan^rs. 

These new and refitted panzer units struck the Americans at Anacourt, just 
east of Nancy. Though outnurrbered, the Q s, with leadership from future chi^ 
of staff Creighton Abrarrs, stopped the Curran attack and launched a d»/as- 
tating courrterattack 

The Panzer Genefsal 1 1 scenario begins the action sorre days before the actual 
tank battle; making the Arrerican player take Nancy first. 

Metz is only slightly to the north of the Arracourt battl^ield, a fortress city 
that had been an Arrerican target during the First \Abrid \A6r. French leaders 
had convinced the US comranders to switch to another objective; which 
Arrerican generais believed to have been a serious error, and one studied 
ciosely betv\een the wars. \Ahen IVfetz again figured in American pians, the 
Arrerican leaders were deterrrined not to trake the sarre rristake 

The city's fortifications dated back to the late 19th century, but the Cerrrans 
had trodemi zed trany of them The d^enders i ncl uded the usual motley assort- 
rrent of over- and underage draftees. Hov\«/er, Metz also contained training 
schools for officers and NCCb, where the best and brightest soidiers from the 
ranks went for further rriiitary education. From Metz's dassroorrs, the locai 
corrrrandant was able to raise several regirrents of these tren. Though these 
units had been quickly organized, every tran in them had been decorated for 
bravery, and they fought furiously to hold Metz. 


As the war in Europe drew to a close; the shape of post-war Europe became a 
concern, especially the disposition and possession of advanced techrology 
taken from the C^rrrans. \Ahen orders carre to attack toward Dessau and caf> 
ture the experi rrentai airfield there; the division leading the assauit, theThird 
Armored D vision, sweprt into the area bd'ore Genran engineers could touch 
their secret files and experi rrentai models. New technology in rockets and jets 
fell irrtact into Arrerican hands. 
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Wnile C^rrrany vjse on the strategic defensive from the sumrer of 1943 until 
the Soviet conquest of Berlin tvro years later, Genran troops conducted rrany 
opjerational offersives during this p)eriod. Usually, these attacks v\ere designed 
to repael Allied attacks, or to restore d^ersive lines. This is the toughest of the 
Panzer General 1 1 carrpaigrs 

VJnter Storm 

The Writer Storm opieration v\as designed to force its v\ay through the Soviet 
forces ringing Sal ingrad and re-supply the troops there 

Gerrran doctrine called for attacking an enerry pienetration at the base where 
they had broken through the defensive lines. This scenario is based on the 
atterrpt to do just this, in an area where Soviet tank forces had shredded the 
Romanian infantry divisions guarding the area. The best Axis units present 
v\ere actually Rorranian cavalry and amored divisions. 

Ztadelle 

Cpjeration Gtadel (Ztadelle), was corrprorrised before it began by the wait for 
new tank typies and Soviet knowledge of the details of the Gerrran offensive 
This scenario is one of the largest in Panzsi Gb\eral 1 1 , both in the size of the 
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battlefield and the nurrber of units present. The map covers Belgorod in the 
south, and extends north to Prokhorovka. This area saw one of the largest tank 
battles of Wsrid \Afer 1 1 . 

InvBsian Salerno 

Wien the Allies started landing troops at Salerno, they expiected to find little 
or no opipxsition. I nstead they faced a potent counterattack force led by the 
tough and experienced 16th Panzer Dvision, reinforced by the famous 
Herrrann Goering Panzer Dvision. 

The war proved that a properly planned arrphi bious assault, supported by rras- 
sive naval gunfirq was difficult if rot irrpossible to repel. At Salerno the 
Conrans, who didn't krowthis, alrrost crushed the beachhead and night have 
done so with Just slightly better luck. 

Drive lb The Sea 

For v\ell over two years, the C^rrran high cornrand had known that the Allies 
would eventually try to land somewhere in France The so-called "Atlantic \Afell" 
of fortified beaches existed mostly i n Gerrran propiagancla. The Gerrrans did pot 
up concrete pillboxes and steel obstacles at obvious landing points all around 
Buropie These were backed by Gerrran infantry divisions, usually rrade up of 
overaged conscripits, young boys and &jen whole battalions of drafted foreign- 
ers including former Soviet soldiers. These rren were either unable or unwilling 
to pxjt up rruch resistance^ and rrany deserted at the first opportunity. 

Knowing the fragile nature of his beach defenses, the famous Cerrran Field 
IVbrshal Erwin Rorrrrel insisted that powerful panzer divisions be placed 
behind the beaches to counterattack Allied landings. Wien the Norrrandy land- 
i ngs caiTBi the high cornrand took rrany hours to release the panzers, and only 
one panzer division launched an attack on the Allied beaches. The 21st Panzer 
Dvision had a proud corrbat record from North Africa, but rrost of its rren were 
new recmits and its tank battalions contained a bizarre array of caprtured 
enerry equipment, including French tanks Irft o\er from the First Wsrld \A6r. 

The 21st, incidentally the only Curran panzer division in France considered 
unfit for front line service^ actually managed to penetrate very close to the 
beaches. Howe\er, the pilayer rrust do better than this, and inflict a severe 
enough d^eat that the Allies begin evacuati ng the beaches. 

Nondwind 

It did not take long for Cerrran leaders to realize that the Ardennes offensive 
(known in the \Afest as the "Battle of the Bulge") had failed. The Cerrrans 
irnrediately launched another attack slightly to the south of the Ardennes. 
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Though some American troops had been pulled out of the line to help in the 
Ardennes, pletTty remained in this sector, and they v\ere fully alert and awfully 
angry. The Arrerican units betTt, but did not break, and the Cermans could not 
break through. Arrerican counterattacks drove the Cerrrans back behind their 
original starting lines, and before the operation was corrplet^ Curran panzer 
units were boarding trains for Hungary and Cperation kbnrad. 

C|3er^an KorrBd 

I n J anuary 1945, with the Ardennes and Nordwi nd offensives clear fai lures, and 
Soviet troops less than lOO rriles from Berlin, the Cenran High ODrrrrBnd 
launched a series of new offensives in . . . Hungary. 

The break betv\een this scenario and the preceding Nordwind scenario is the 
shortest in the garre Wiile this does not give the player^s core units rruch 
transfer tirrei most of the assault divisions participated in either the Nordwind 
attack or in the Ardennes, which wrapped up about the sarre tirre Cperation 
kbnrad, known also as the Battle of Szekesfehervar, had top priority on the 
Cerrran rail system 

I nside Budapest, the Certran garrison held out. Several atterrpts to break 
through during the winter and spring of 1945 failed, and Budapest eventually 
fell to the Soviets. 
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For those who enjoy recreating farrous battles, or envisioning "what if" 
situations, PANzat 1 1 lets you create your own scenarios, both si n- 

gle and rrulti player. From the Sart screen, click on the Start Tha Scenario Builder 
button. This brings up the Scenario F^rameters screen. 



Set 

Compute’ 

Posture 


Go To 
Scenario 
Builder 
Screen 


Number Side 

of Selection 

Playes Buttons 


Primary Secondary 

Nation Nation 

Buttons Buttons 


Load Load Bdt 

Map Scenario Scenario 

Builder 


The Scenario F^rameters screen is where you d^i ne the general setti ngs of your 
scenario, such as nurrber of players, v\eather conditions, and Al posture. 

To begin building your scenario, click on either the Load Map or 
Load Scenario buttons, at the lov\er right comer of the screen, to 
bring up a panel, listing the available traps or scenarios for you to edit into 
your own scenario. Qick on a name to select the trap or scenario, and click on 
the check rrark button to return to the Scenario F^rameters screen. Qick on 
the Exit button to rerrove the panel without choosing a trap or scenario. 

Ch the top Irft of the screen is a text box, in which you need to etTter the file 
narre of the scenario you are going to build. \Ahen you save your scenario, 
PATMZffr Gbseral 1 1 autorratically adds the appropriate extension to the filenarrei 
and saves the fi le i n your di rectory. 
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Below that is a counter, giving the Starting Date of your scenario, in numbers 
represent i ng the month, day, and year. The defauit setting is 12/7/41, but you 
can adjust this date by clicking on the arrov\s above and below the nurrbers. 
The Starting Date of your scenario can affect which equiprrent is available for 
your armies, since some units v\ere not yet developed early in the war, while 
others had become obsolete later in the war. 

Set the Number of Turns in your scenario by ciicking on the arrows above and 
below that counter. The nurrber is initiaily set at ten, and can go as high as 
thi rty turns. 

Set the nurrber of Tums Per Day by ci icki ng on the arrows above and below that 
counter. This nurrber is initiaily set at one^ and can go as high as three tums 
per day. 

The Ground Condition boxcontainstwa buttons, one indicating Dry 
ground conditions, the other. Frozen ground. The depresed gold 
tone button is the curretTt Ground Condition; ciick on the other button to change 
the defauit. 

The Atmospheric Conditions box, in the lower left cor- 
ner contai ns four buttons, indicating Fair, Overcast, 
Fiain, and Snow, choose one of these conditions for your scenario; the depressed 
gold tone button is the curretTt Atmospheric Condition. 

The upper right quarter of the screen is dorri nated by a text box, i n which you 
can enter a summary of your scenario, or change the sumrrary, if you are mod- 
ifying an existing scenario. Qick inside the box, and when the cursor appears, 
type a description. 

I n the lower right quarter is a Piayer Settings box, in which you set the nurrber 
of players, detenrine sides and country assignments, and controi Ai posture; if 
applicable. Tbu can design a scenario for up to four players, sirrply click on the 
nurrber of players you warrt in your scerrario, the first colurm in the Player 
Settings box The next colurm detemines which side players are on. Choose 
sides by clicking on either nurrber 1 or 2 for each of the players in the scerrario. 

The next section defines each piayer's prirrary nation. A piayer can ha\^ oniy 
one primary nation. To assign a primary nation, ciick on a button in this coi- 
urm and a box containing fourteen flags appears. Qick on a flag to select it 
as that player’s primary nation. I f a flag is already there; you can still change 
it by clicking on it and selecting a different fiag. Qick on the Exit button in 
the upper right comer of the flag box to remove the flag box 


□ SB 
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I n addition to one pritTary nation, each player can also have up to four other 
nations as part of their forces If you want players to have other nations in 
thei r forces, ci ick on one of the four buttons next to a pri rrary nation, and then 
select other nations by ciicking on their fiags 

The I ast col urm contai ns two buttons for each pi ayer. These detemi ne the pos- 
ture of the Ai for a computer-corrt rolled player, aggressive or passive Qick on 
the suxmd button if you want the corrputer-player to take an aggressive 
stance Qick on the shield button if you want the corrputer-player to take a 
passive stance 

Wren you are satisfied with your settings, click on the check nark button to 
corrtinue to the Scerrario Builder screen. If you decide not to continue rrakdrig 
a scerrario, click on the Exit button to return to the aart screen. 


The aetrario Builder screen reserrtrles the IVfein Carre screen. It is dorri rrated by 
the Battl^eld, I rtfonration bars bracks the screen, top arrd bottorr) arrd an 
Cprtiorrs rrerru alorrg the right sidecorrtrols most of the aerrario Builder furrctiorrs 

Scenario Glitians |N/hnu 

The rrurrber in the upprer right corrrer irrdicates the active piayer. Qick on the 
arrow brjttorrs to scroil through the active piayers I f you pass your mouse cur- 
sor over the aerrario Cprtiorrs brjttorrs, smart text appears rrext to the brjtton, 
describirrg its turret ion. 

Desi^rarte S^rply 

Wren activated, every hex you ciick on is desigrrated as a supply pxoirrt 
for the currerrtiy selected player, arrd the owrrershi p flag is framed with 
a green border. Players on the sarre side can share suppiy points, sirrpiy assign 
the sarre hex as a suppiy point for both piayers. Aiso, hexes can be desigrrated 
both supply arrd victory hexes. Note: Supply poirrts, arrd the six trees arourrd 
therri are automatically desigrated depjloyrrrerrt zorres. 

Desi grate \^ctory 

Wren activated, every hex you click on is desigrrated as a victory hex 
for the currerrtiy selected player, arrd the owrrershi p fiag is frarred with 
a gold border. Players on the same side can have the same victory he>es, sim- 
ply assign the same hex as a victory h©< for both players, /^so, hexes can be 
desigrrated both supply arrd victory hexes. IVkite: Each side must ha\e at least 
orre victory hex urrder etretTy corrtrol at the start of the scerrario. 
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Desi^iate 0/\nership 

V\/Ten activated, clicking on a hex establishes that the current player 
owns that hex A nationality flag is placed in that hex lb toggle 
through that player's countries click on the nationality flag, /^ain, rerreiTber 
that at least one victory hex for each side rrust be controlled by the enerry at 
the start of a battle 


Desi^iste DeployrrEnt 

Wien activated, every hex you click on is designated as a deployrrerTt 
hex for the currerTtly selected player, and dartens. Players on the sarre 
side can share deployrrerTt zones, sirrply assign the sane hex as a deployrrerTt 
zone hex for each player. Also recall that supply poirrts and the hexes around 
them act as deployrrerTt zones. 


Buld finry 

Brings up the Requisitions screen, from which you can deterrrine the 
rrakeup of a player^s arrry. You can select forces for each of the player^s 
countries. The country for which you are currerTtly select! ng forces is displayed 
in the upper left comer. Qick on the arrauv button below the flag to trove to 
a player's next country. For trore information on the Requisitions screen, see 
the "Ftequisitions Screen" section, starting on page 29. Note: There is tro lirrit 
on the amount of prestige you can speird constructitTg a player's anry howeNer, 
there is a forces lirrit of saenty-tv\o units per side 


UNt Settings 

Brings up the Unit Setti ngs screen. This screen lets you deterrrine units' 
experience level and strength for the selected player's arrry. 

The units you previously requisitioned are listed on this screen by equiprrerrt 
type Next to each unit is an experietrce indicator and strerrgth indicator. These 
set the unit's experietrce and strerrgth at the start of the scerrario. Qick on the 
arrows next to each unit's indicators to adjust them individually. You can also 
set all units to the same experierrce or streiTgth settings si rrultaneously, using 
the Mak© Global Saltings counter. AdJustmeiTts trade to these settings affect all 
units in that player's arrry. 

At the bottom of the screen is the FtelnforcementS B<perlence Level setting. This 
nurrber applies to all reinforcements that country requisitions or receives dur- 
i ng the scenario. 

Wren you finish setting the units' experience and strength, click on the check 
rrark button to return to the Scenario Builder screen. 
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Stiate^c |Vhp 

Replaces the Battl^ield map with the Strategic map. Qick on the but- 
ton again to bring back the Battl^ield rrap, or click on an area of the 
arategic rrap to bring up the Battl^ield, cerrtered on the selected area. 



[Deploy Amy 

Brings up the DeploymeiTt panel, allowing you to set requisitioned units 
in their starting pxrsitions in the scerrario. Mru rrust hov\ever, drfine 
deployment hexes before any units can be pilaced on the Battl^ield. If you 
wish to allow the pilayer to deploy their own forces at the start of the scerrario, 
sirrply don't deploy some or all of the requisitioned troops. 


Set FViestige 

Bri ngs you to the Set Rayer Prestige screen. I n this screen, you can set 
the arrourtt of prestige that is allocated pier turn. Qick on the arrows 
next to a turn indicator to adjust the prestige for that turn. I f you wish to allo- 
cate the same amourtt of prestige each turn, click on the arrows above and 
below the Set Global Prestige indicator, to fix the arrourTt. VVhen you finish set- 
ting the prestige^ click on the check rrerk button to return to the Scerrario 
Bui Ider screen. 


Note: The amourrt of pirestige set for Turn 1 is the amourtt of prestige the ptiayer 
starts v\ith. 



Brings up the Scerrario Parameters screen. 


G^me Fuictians 



Brings up the Game Functions ptanel, from which you can save your sce- 
nario or start a new garret to test your creation out! 
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These statistics appear throughout PANZff! GaviffiAL 1 1 . 


Mr /tttack 



A vaiue gauging the unit's attack capabiiities against air targets, 
such as tacticai borrbers and fighters. A vaiue of zero indicates that 
the unit cannot attack air targets. 


Mr DEfense 



A vaiue gauging the unit's abiiity to v\ithstarTd attacks by air units. 
Air units use this d^ense value against all attacks 


Amro 

□epetTding on the screen, this can be either the unit's curretTt amro 
supply, or their rrBxirrumarrrrunition. If the unit's amrunition runs 
out, it cannot attack the enerry until it is resupplied. 

Oass 

The general class to which the unit belongs The unit classes are aircraft car- 
rier, air defense^ anti-tank, artillery, capital ship, destroyer, fighter 
fortification, infarttry recon, tank, tactical borrber, and transport. 




Oose DEfense 

A value gauging a rTon-irrfantry ground unit's ability to attack 
i nfantry i n city or forest hexes, or d^ernd itself i n city or forest he>es 
against infantry. \Ahen any nor> infarttry ground unit attacks infarttry 
which puts up a rugged d^ense^ the attacking unit uses its close d^ertse 
value \Ahen corrbating or drfertding against infantry in city or forest hexes, 
non- infantry grourtd units suffer the hartdicap of using their close drfense val- 
ues I nfantry do not retain this advantage in clear terrain. Sirtce close d^ertse 
values are usually less than grourtd defense values, this rrakes infantry more 
dangerous in difficult terrain. 



The estimated prestige point cost of requisitioning a new unit. 
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CLaTEfit strength 

The unit's current strength points A unit's rraxitTum notTral strength 
is either five or ten, although this can be modified using 'over 
strength.' If a unit's strength is reduced to zero, the unit is destroyed. 




The unit's cunetTt total erTtretTchrretTt l»/el. EntretTchrretTt represerits 
the fact that ground units, given enough tirrei can create defensive 
structures that better prepare them to withstand attack. 


EqiJpment IVps 

The specific type of unit of a particular class 


Experience Level 



The nurrber of experietTce bars, betv\een zero and fi ve^ that a unit has 
earned. ExperietTce greatly increases unit's effect iverress 
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Fuel 


Q Depending on the screen, this can be either the unit’s current fuel 
supply, or the rraxirrum arrount of fuel a unit can carry, which 
equates to rroverrent points. Wien this runs out, the unit trust 
resupply b^ore it can rro\e further. 


Oouid Deferee 



A value gauging the unit's ability to withstand attacks by land and 
naval units. 


Fbrd ysttadc 



A value gauging the unit's attack capabilities against hard targets, 
such as tanks and fortifications. A value of zero indicates that the 
unit cannot attack hard targets. 


^ Initiative 

H a value estirrating the unit’s ability to react quickly in battle used 
to deterrrine corrbat results. I n corrbat, the unit with the greater 
initiative has an advantage Experietrce and the terrain of the d^etrd- 
ing unit rrodify initiative values. 


IVfcMaTE f ft 

The nurrber of rroverrent points (fuel) this unit can expetrd each 
turn. The experrditure of rroxerretrt points per hex depetrds on the 
terrai n type of the hex. See the "Moverrerrt" section on page 46 for 
rrore infonration. 



iVfcMefTEtlt iVfethod 

The differerrt rrethods of rrDverrerrt units may use are: leg (L), towed (TQ, 
wheeled (V\), half-tracked (HD, tracked (D, all-terrain (AT), rraval (N), and air 
(A). Units with leg or towed rro\errerrt have tro fuel rating, and can acquire 
non-organic transport for greater rrobility. 


Naval Attack 



A value gauging the unit's attack capabilities against raval targets, 
such as destroyers and battleshi pis. A val ue of zero i rrdicates that the 
unit canrot attack raval targets. 
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Range 


The distance: in hexes, from which a unit can fire on the errerry. A 
range of zero indicates that the unit trust be adjacent to the errerry 
i n order to attack. 




^ Ranged EDEfienae Mxifier 



A value gauging the unit's ability to withstand ranged attacks by 
ground units. This value is not used to d^errd against artillery fire 


Soft Attack 


S^xitting Range 

The distance i n hexes, at which a unit becorres aware of the gerreral 
location of errerry units. Note that there are rro terrain restrictions 
on spotting range; for exarrple a mountain hex does rot block spot- 
ting beyond it, however, spotting range tray be reduced by irrclerrerrt weather. 

Target Type 

The target classification of the unit, either S, soft, H, hard. A, air, or N, rraval, 
which deterrrines which attack values an opporrerrt uses against the unit. 

TlarEpart 

If a unit has organic transport, statistics for the unit’s values while 
rmunted are displayed below the unit’s rortTal statistics. \Afren a 
unit has rrounted or errioarked in a transport, that unit uses the 
attack and deferrsive ratings of the transport. I n gerreral, units are vulnerable 
when in transport. A unit with transport rray rot errioark on ai r transport. 








A value gauging the unit’s attack capabilities against soft targets, 
such as infantry and artillery. A value of zero indicates that the unit 
canrot attack soft targets. 
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By the end of Wsrld \A6r 1 1 , most of the major corrbatants had come to real- 
ize the irrportance of the 'corrbined arrrB' principle B^ry type of unit had a 
Job and would be needed at one time or another during a battle I n PANZffi 
GBMffiAL 1 1 , there is no perfect rrix of units. \Ahat works best deperKds upon the 
tactics and strategy that you choose Hov\eN/er, if you are &/er in doubt as to 
howto build your arrry, it is difficult to go wrong by adhering to the corrbined 
arms principle Successful corrbined armB use in PANizffr Gbseral II in\Aolves 
usi ng "the right tool for the task. " Probe a position with a Reconnaissance unit 
to get an idea of what you are facing, and where the enerry is deployed. Use 
Artillery and Tactical Borrbers to soften up the position b^ore it is assaulted, 
and keep a reserve to exploit a breakthrough, or hold on to a hard won posi- 
tion in the face of an enerry counterattack The following Unit Qass 
descriptions should help you become a corrpetent Panzer General. 
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CBoLnJdiasBB 
Air Defense Qass (AD) 

Air defense class units represent both tov\ed and self-propelled air defense 
units I n Panzer Gb\eral 1 1 , they are arrred with v\eapons that vary i n size from 
12.7rrm (.50 caliber) to 90rrm They can attack enerry aircraft at ranges of 
zero to three hexes. I n general , they are good at darragi ng enerry Fighter ( FTR) 
and Tactical Borrber (TB) class units but are very vulnerable to any type of 
attack They fire at any enerry TB unit that atterrpts to attack one of yaur 
units, if it is adjacent to or within range of the AD unit in question. This makes 
them very us^ul in screening units vulnerable to air attack. These units are 
i rrportant if you need to deny the enerry the advantages of ai r superiority, but 
do not have the air units required to beat him in the skies in air to air com 
bat. They are also very valuable when neither side has air superiority, and you 
do not have enough FTR class units to cover all the units you corrmand and 
still conduct offensive air operations Since fighters are very expensive mod- 
estly priced AD units serve as a valuable resource It is very expensive to 
rraintain an Air Force' in Panzs; CiNffiAL 1 1 , especially one that is not used cor- 
rectly. The enerry's FTR and TB units cannot 'trade punches' with, nor operate 
in the area of, a v\ell placed net of AD units for \/ery long. Atterrpting to do 
so is very costly, and your AD units are rruch less expensive to replace Self- 
propelled AD units are far more flexible than towed AD units. They can move 
and be ready for action irrmediately after moving, while towed units trust wait 
until your next turn to disrrount from their transport and fir^d^end against 
enerry air attack. Self-propelled AD units are ideal for supporting an attack, 
si nee they can trove with your attack ng ground units and be constantly ready 
for action. This allows units involved in the breakthrough to keep attacking 
deeper into enerry territory and to do so with greater speed while being pro- 
tected from enerry TB units — all of which will aid you in victory. 

Anti-tank Qass (AO- 

Anti-tank class units represent towed anti-tank units and both turreted and 
non-turreted self-propelled anti-tank units. They are atrred with guns ranging 
in size from 25rrm to 152rrm Towed units are unanrored (they are treated as 
'soft targets') while sorre self-propelled units have better anror protection 
than Tank (TK) class units of the sarre period. The main difference between TK 
and AT units in PANzm CiNffiAL 1 1 is one of garre rrechanics. Anti-tank units 
were rreant to counter enerry tank activity/ operations. To represent their use 
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i n such a fashion, AT class units suffer a penalty to I nitiati\/e and attack value 
if they mov^ and attack in the same turn. If they attack brfore they have 
rroved they suffer no penalty. VVhy purchase AT units over TK units? The tov\ed 
AT units are better at d^ending against TK units than other TK units until 
relatively late in the vjar. By that tirrei some of the most powerful guns in 
PANZff( Gb\eral 1 1 are carried by AT units. As a general rul^ the larger caliber, 
rrore pov\erful guns are available as atTrarrent for AT cl ass units several months 
b^ore they are aval lable to TK units. AT units are also general ly less expensive 
than TK units arrred with a sirrilar gun. They are valuable when deployed to 
drferKd against an enerry's attacking TK units, freeing up your TK units to 
counterattack. They also are very rffective when used to support an attack 
while it is trying to break through enerry lines. Several heavy AT units can 
damage drfending units, firing from relative safety at a range of two hexes. 
This lets your TK units rerrain unengaged until you have broken through the 
enerry's rrain line of defense^ at which point your TK units can rush into the 
enerry’s rear areas, overrunning vulnerable AD and Artillery units. Though AT 
units are not as flexi ble as TK units on the attack they rrore than rrakE up for 
this with their heavier guns, better defensive capability, and lov\er cost. 
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Artillery Oass (AilY) 

Arti Mery class units represent tov\ed and self-propelled howitzer guns which are 
equipped and organ! ^d to provide support for the other corrbat arrrB. They are 
arrred with guns ranging in size from 75rrm to 2CXDrrm or rrore They are all 
able to attack units from at least two hexes away, and sorre ATY units can 
attack units five he>es away. ATY units also have two special abi I ities that rrake 
them\ery powerful in PAi\izff( Cssbwl 1 1 . The first is called Qose Su '^'n rt Rre. 
This ability allows ATY units to fire at any enerry ground unit attacking any 
friendly ground unit that is adjacent to the ATY unit in question. This rreans 
that attacking units can be hit by suppression and kill results before they attack 
the targeted unit. The second special ability is called Si fip ort Rra This allows 
an ATY unit to fi re at any enerry ground unit conduct! ng an attack withi n range 
of the ATY unit in question. As with Qose Support Fire; this attack takes place 
before the enerry ground unit conducts its attack Self-propelled ATY units are 
sorre of the rrost powerful units in PANZffi Cssbwl 1 1 . They are usually arrrored, 
which gives them a large advantage in an artillery duel with towed ATY units 
They can also rrove with units that have broken through enerry 1 1 nes and I rrrre- 
diately provide fire against a counterattacking enerry. Self-propelled ATY units 
are expensive^ but well worth their high cost if used correctly. You al rrost 
always need sorre type of artillery support to laureh a successful attack arid 
ATY units are very rffective in a cM'ensive role as well. 
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Fbrtific^ans Qass (FRO 

The fortifications ciass is divided into tv\o types: "fortifications," which are 
netwarks of imrovabie: strongiy- built heavy artillery and infantry positions, 
and "strongpoints," which are lighter netwarks of pillboxes and light field for- 
tifications. Si nee fortifications have arrple reserves of amro and strong attack 
values, they should shoot aggressively at any enerry that approaches. A com- 
bination of artillery and aerial borrbardrrent follov\ed by an assault by 
engineer or pioniere units is the proven rrethod of capturing enerry forts and 
strongpoi nts that cannot be bypassed. 

Infantry Qass (IM^ 

Infantry class units represent infantry units, armed with infantry weapons 
(rifles, submachine guns, etc.), heavy v\eapons (rrachine guns, 50rrm to 
120mm rmrtars, I ight AT v\eapons, etc. ) , a srral I nurrber of support! ng AT guns, 
and in sorre cases special assault v\eapons (derrolition charges, etc.) and even 
bridgi ng equi prrent. There are rrany types of units i n PANzm C^ffiAL 1 1 that can 
perform certai n tasks better than infantry units, but none of them can replace 
infantry units in their primary job - capturing and holding ground. You need 
INF units to hold urban, forested, and rough terrain areas against enerry 
infantry, and you also usually need I NF units to capture urban, forested, and 
rough terrain areas from the enerry. I NF units are very inexpensive to maintain 
corrpared to other types of units, and experienced I NF units win battles for 
you where other types of units cannot. However, I NF units trust be used with 
some thought or they are quickly destroyed or worn down to the point that 
they cannot accorrplish anything. Avoid having your I NF units fight unsup- 
ported against TK and ATY units on open ground. Even on open ground, they 
can defend against nearly any type of unit if supported by good ATY and AT 
units and protected from ai r attack by AD units if need be 

^ Recon Qass (ROVO 

Recon class units represent light rrechanized units whose prirrary task is to 
scout the battlefield, infiltrate enerry lines, and harass enerry lines of supply 
and the enerry’s rear areas They are equipped with artrored cars, and usually 
have small infantry units in half-tracks or trucks in their formations as well. 
They al I have a very good spotti ng range: arid rray break up thei r rroverrent 
into segrrents I f properly taken advantage of, this phased irEn/ement allows 
RCN units to expose enerry positions before launching an attack. 
RCN units were expected to avoid heavy fighting. Their Job was to exploit 
breakthroughs and scout ahead of attacking forces To represent this in 
Panzer CSnbwj_ 1 1 , RCN units usually retreat fromcorrbat with a superior enerry, 
trading ground for losses. 
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^ Tarricaass (HQ 

Tank class units are the arrrored fist of your corrbat forces, and proper use of 
TK units is of pararmunt irrportance in Panzer C^\eral 1 1 . They represent light, 
rrediurri and heavy arrrored tank units with groups of rrechanized or rrotor- 
ized infantry attached to support them They are airred with guns ranging from 
ISrrm (designed during the 1930s) to 122rrm (carried by Soviet tanks in 1944 
and 1945), and are sorre of the rrost powerful units in PANZffr CiNffiAL 1 1 on 
both attack and d^ense: espied ally by 1942. TK units have a spied al ability 
called Oiertm This ability allows TK units to 'roll over” weak defending units 
without conducting an attack They can overrun a weak defender, continue to 
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tTDve into contact with another enerry unit, and then conduct a standard 
attack As powerful as they are^ TK units should avoid fighting I NF or AT units 
i n urban, forested, or rough areas (that's what your I NF units are for) and 
should also avoid attacking AT units that have a high erTtretTchrretTt level in 
any type of terrain. If used properly, TK units are devastating on attack or 
cM'ense Hov\ever, they can be expensive so use sorre thought as to where and 
when you corrrrit them to battle 

ItanEfxirt Qass (IT’D 

Transport units represetTt heavy wagons with draught horses, heavy duty trucks, 
tracked and half-tracked \ehicles. Since tov\ed v\eapons cannot trove without 
transport, and I nfantry ate rarely quick enough to reach objectives in a tirrely 
rranner, the choice is not whether to requisition TFT units, but what type of 
TFT to requisition. \Afegons ate rruch less expensive than trucks, and trucks are 
rruch less expensive than half-tracks. Trucks are satisfactory, as long as they 
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keep to the toad; their cross country nobility is poor. Wth a few e>ceptions, 
wagons ate only used when nothing else is available or your prestige is severely 
I i rrited. Half-tracks have a nurrber of advantages over wagons and trucks They 
are hard targets, and have better d^ense values They also possess rruch bet- 
ter rrobility over open terrain. This allov\s infantry, tov\ed anti-tank air 
d^ense; and artillery units to keep up with your tank and tecon units in the 
attack - a critical issue Although INF units disrrount from their transport 
(unless subject to tactical surprise) when attacked by ground units, inall other 
situations a unit that is attacked by the enerry while nounted is usually dec- 
imated. Be especially wary of errerry tactical borrbers when transporting units. 

X^i~< la me s 
Air Hansport (AIF) 

Most scerrarios include a pool of air transport points. Ar transport is nor> 
organic transport which allows infarttry light artillery, and light anti-tank 
units to errioark at frierrdly airfields and diserrioark at any urroccupied airfield 
(errerry airfields may be seized in this way). Paratroopers, corrmandos, and 
rangers can "J urrp" i n any non-city hex. See the "Errioarki ng and Diserrioarkd ng 
Air and Naval Units" section on page 47 for information about transporting 
units by air. Note that air transports are highly vulnerable to both errerry 
fighters and air d^errse units and require fighter escorts, particularly for 
paradrops behind errerry lines. 

Fi^iter Qass ( FTI^ 

Fighter class units represerrt air superiority corrbat aircraft whose prirrary task 
is to destroy errerry aircraft or pr»/errt errerry aircraft from carrying out their 
rrission. They are experrsive; and trot very effective at attacking errerry ground 
units, (although they can damage AIY units and other ground units with low 
air drferrse values) but necessary to win the battle for air superiority in a gi\«n 
scerrario. They act as escorts for frierrdly TB units, attacking any errerry 
FIR unit who attacks a frierrdly TB unit adjacerrt to the frierrdly FIR unit 
i n question. This escort attack comes b^ore the errerry FTR unit can attack the 
frierrdly TB unit, but FTR units only attack as escorts once per turn. They also 
attack errerry TB units attacking a frierrdly ground unit that is adjacerrt to 
the frierrdly FTR unit in question. Again, this attack takes place before the 
errerry TB unit gets a chance to attack your ground unit, and the FTR unit can 
only conduct such an attack once per turn. A good way of looking at FTR units 
arrd air superiority is this - they cannot win a battle for you, but it is hard 
to win one without FTR units arrd the air superiority they give you when 
they are victorious. They are good at destroying errerry FTR arrd TB units, arrd 
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protecting your TB units from enerry FTR units, as weli as protecting your 
ground units from attack by enerry TB units HoweN/er, they are expensive so 
use them wisely. 

lacdcal Borrfaer Qass (IB) 

Tactical borrber class units represent light borrbers, rredium borrbers, fighter 
borrbers, dive borrbers, and spedali^d ground attack aircraft whose prirrary 
task is to destroy enerry grourKd units fromthe air. They are usually arrred with 
rrachine guns (.303 caliber to .50 caliber) and cannon (anywhere from 15rrm 
to 75rrrri), borrbs, and occasionally air to ground rockets. They function as 
artillery that can be anywhere on the battl^ield. This allows them to attack 
units far behind the front linei which wauld nonrally be safe from any other 
type of unit. I n the early years of the war they are often the only units that can 
affect the heavier TK units as v\ell. As the war progresses, TB units that spe- 
cialize in killing enerry tanks becorre available These units have very high hard 
attack values. Most TB class units are a great asset i n both attack and d^ense 
TB units are even more expensive than FTR units and are a favored target for 
enerry FTR and AD units Used correctly and covered by friendly FTR units th^ 
can have a drarratic rffect on the outcorre of a battle 
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/\ircr^± Carrier (CV) 

The aircraft carrier class acts as a mobile airfield for fighters and tactical borrbers 
Carriers have excellent spotting ranges but are vulnerable to naval attacks and 
thei r high cost rrakES them \ery attractive targets i n terrrB of prestige 

Capital Ship (C5) 

The capital ship class includes battleships battle-cruisers, heavy cruisers, and 
light cruisers. Capital ships have the ability to make ranged attacks and may 
trove and shoot i n either order. They are best used to d^eat the enerry fleet, 
but after a naval victory can support the ground forces with off-shore bom- 
bardrrent, especially against soft targets Capital ships shot at by other capital 
ships are erotitled to shoot back with a ranged attack with any surviving, 
ursuppressed strength points All capital ships repai r extrerrely slowly, so they 
are not able to take replacerrents 
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Destnver (DD) 

The destroyer class consists of destroyers, destroyer escorts, patrol craft, and 
torpedo boats. Destroyer class units are less expensive than capital ships, and 
faster. They make rffective scout ships, with greater spotting ranges, for hunt- 
ing down enerry transports and locating capital ships, for attack by your own 
capital ships and tactical borrbers. Destroyers are vulnerable to heavy fire^ 
hov\«/er, arxJ are easily destroyed by capital ships. Use screens of destroyer 
class vessels to protect heavier ships from enerry ships until yourcapHtal ships 
can bring their v\eapxDrs to bear. 

ISbval Hans p ort (IMTP) 

Naval trarspxDrt is extrerrely irrportant in arrphibious invasion scenarios. Naval 
trarspxart is non-organic trarspxDrt which allows ground units to errbark at 
friendly pxart facilities, and diserrbark in any unoccupied coastal hex. See the 
"Errbarking and Dserrbarking Air and Naval Units" section on page 47 for more 
information. Note that naval trarspxarts should be protected by naval and air 
units because th^ are highly vulnerable to enerry naval units and, to a lesser 
extent, to enerry tactical bombers. 
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^ I rtfantry Qass: Bigneer Abilities 

There are two kd nds of engi neers: engi neers and bridgi ng engi neers. Engi neers 
ignore any rugged d^ense that occurs from attacking enerries with high 
entrenchtrent values, and can destroy bridges. \Ahen an engineer unit is adja- 
cent to an unoccupied bridge hex, right-clicking on the bridge destroys the 
bridge This counts as an attack Bridging engineers' only ability is to act as 
bridges when in river he>es. Units that are classified as engineers include: 
Pionieres and Engineers. 

^ Rbcoti Qass: Phased IN/tn^rrEnt 

B/ery unit in the Recon Qass has the spiecial ability of moving rrorethan once 
in a turn, called phased moverrent. For exatTple you may move a recon unit 
several hexes, but so long as the unit has rrore than one pxoint of moverrent 
remai ni ng, you may be able to move it agai n. Later that turn, you neselect the 
unit; one pxoint of moverrent is deducted as a pienalty for rroving again, and 
the unit's rerraining moverrent pxoints are used to deterrrine if it can trove 
again. This can be repieated until the unit has no moverrent left; so in theory, 
a Recon unit with six rroverrent pxoints in clear terrain can be moved three 
tines in one turn, provided it rroved into one clear hex each tine. 

^ Tactical Borrfaer Qass: Cbntinued S^jpressicin 

All pxoints of supjpression that a tactical botrber inflicts on another unit in a 
turn lasts for the attacking player's entire turn. I n other words, if your tacti- 
cal botrber attacks an i nfantry unit and i nfl icts three pxoi nts of suppression, for 
the rest of your turn, in every corrbat that the infantry unit is involved in, it 
rffectively has three fewer strength pxoints to attack with. 

^ Tank Qass: Ovemn 

Tank class units ptossess a special ability called O^mn; a pxov\erful advantage 
usable under certai n conditions. A tank unit that conducts a da/astati ng attack 
on a v\eakened foe has the pxossibility of 'rolling over' its oppxonent. If the 
tank's attack el irri nates the d^erxder, an Overrun Attack tressage may appear in 
the Information bar at the top of the Nhin Game screen. If this message 
occurs, the tank is allov\ed to corrtinue with its moverrerTt, and attack again. 
This represents a tank unit's ability to srrash straight through weakened units. 
Wth I uck and a I i ne of weak d^enders, a tank tray attack and destroy two or 
three lesser units in a single turn. 
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fiir IN/bbile and /Air b orne UHts 

Air mobile units rray be transported via air transports from one airfield to 
another, lb deterrrine how rruch air transport you have availablei run the 
rrouse cursor over any airfield hex. A nurrber appears on the upper infortTB- 
tion bar, indicating how many air mobile units can be transported at this time. 

I f no nurrber appears, you have no ai r transport. 

To be transported, the unit has to start in an airfield hex. Qick on the Embark 
button, from the View Unit panel, to load it into an air transport. The unit 
troves with the ai r transport, until that unit wants to return to the ground, at 
which point the air transport trust begin its turn in an airfield h©c Fromtherei 
the unit can disetrbark (again using the View Unit panel button). Air Mobile 
units consist of infantry, light anti-tank, and light artillery, and are narked 
with an AM in the Air Transport colurm of the "Unit Qass and Equipment" 
tables, beginning on page 1(X). 

Airborne units, tratTed AB in the Unit Qass and BquiprretTt tables, are units 
that do not need an airfield to disetrbark from their airtransport. These units 
load into air transports normally, but to disetrbark, si rrply select the air trans- 
port selected brfore it has troved in a turn, and click on the airborne unit's 
Bribark - Disembark button. That unit is then placed in the same hex as where 
the air transport was, or in one of its six adjacent hexes; this represents the 
possibility of wind gusts blowing the unit off course Units that are airborne 
capable include paratroopers, comrarTdos, rangers, and Fallschirrrjager units 
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Lhlit Qass and Equpment tables SLc4.isLics Descriptions 

The abbra/iations used in the Unit Qass and Equipment tabies are explained 
here For definitions of rrest of these terrrB, see the "Unit aatistics 
Descriptions" section, starting on page 83. 

Ctuitry: The country which pteduces that unit. Ttxj may be able to requisition 
units made by countries other than your own. 

Equp. IVP^ Unit Equiptrerot Type 
Qass: Unit Qas 

Dribe Date Ai^ilable the month and vearvJoen a unit began being preduced. 
Curing carrpaign play you may recei\e a prototype of a unit prior to this date 
for e>ceptional performance 

Vfear Ex.: Tfear of Expiration, the year when a unit is no longer produced. Units 
tray retrain operational past their e<pitation, but no further units of the sarre 
type may be requisitioned. 

Cost: Base prestige cost of the unit, vuthout transport. 


MD MoxerrerTt 
SR Spotting range 
RJ: IVfexi rrum Fuel 
AM Full AiTTrunition 
IN: I nitiative 
RA Range 
SA Soft Attack 
HA Hard Attack 
AA Ai r Attack 
NA Naval Attack 
GD Ground Defense 
AD Air Defense 
QDt Qose D^ense 

TT Target Type 
S =Soft 
H =Hand 
A =Air 
N = Naval 


RM Ranged Modifier 

MN/| MorerrerTt IVfethod 
L =Leg 
TO =Tbv\ed 
W =\Aheeled 
Ht = Half-Tracked 
T =Tracl<Ed 
AT = All-Terrain 
N = Naval 
A =Air 

TR Non-Crganic 
Transport Capability 
— =Cannot Be 
Transported 

NT = Naval 
Transport Qrly 

AM =Airrrobile 
AB = Airborne 


UHt Qass 
Abbrevi^ons 

AD Air D^errse 
AT Anti-tank 
AIR Ai r Transport 
AIY Artillery 
CS Capital Ship 
CV Aircraft Carrier 
DD Destroyer 
FKT Fortification 
FIR Eghter 
IIVF: I nfantry 
NIR Naval Transport 
ROM Recon 
TB: Tactical Borrber 
IK Tank 

r Transport 


ui 
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EQUIP. TYPE CLASS DATE AV. YEAR EX. COST 


i 


NT 

NT 



NT 



NT 








lAW 

AM 

AM 





NT 



TO 

TO 

TO 

TO 

1— 

1— 

< 

TO 

TO 

TO 

TO 

TO 

< 

< 

< 

1 

_l 

_l 


< 

1— 

1— 

1— 


5 

CO 

C3> 

oi 

o> 

m 

LO 

- 

CM 

CM 

CM 

CO 

CO 

- 


- 

CO 

CO 

CO 

CD 





- 

- 

CO 

CO 

CO 

CO 

X 

X 

< 

CO 

CO 

CO 

X 

X 

< 

< 

< 

CO 

CO 

CO 

X 

< 

X 

X 

X 

CO 

CO 

o 

O 

o 

o 

o 

CM 

O 

O 

O 

O 

CO 

CO 

O 

o 

O 

o 

o 

o 

- 

O 

CM 

CM 

CM 

o 

o 

CO 

CO 

CO 

CO 

CO 



CD 

CD 

CD 

CO 

CO 

CM 

m 

CD 

CO 

CO 

CO 

CD 


CD 

CO 

CO 

o 

o 

CM 

CO 

CO 

CO 

o 

- 

lO 

CM 

CM 

CM 

o 

o 

CO 

m 

- 

CO 

CO 

CO 


CO 

O 

CO 

O 

- 

- 

- 


- 

- 

- 

- 

o 

- 

- 

- 


CM 

- 

o 

O 

- 

- 

- 

- 

m 

- 

- 

- 

o 

o 

CO 

o 

o 

o 

o 

- 

o 

O 

O 

O 

CM 

CM 

CM 

CD 

CO 

o 

o 

o 

CM 


o 

o 

o 

o 

o 


h». 

- 

ID 

CO 

LO 

o 

CD 

- 



CM 

CM 


- 

CM 


CM 

CJ> 

C3> 

- 

CO 


o 

o 



- 

- 

- 

- 

o 

m 

oi 

- 

CO 


CM 

CO 

CM 

CD 

CD 

CD 

CO 

O 

CD 

CM 

CM 

o 

o 

CM 


- 

CM 

CM 

CM 

- 



CO 

- 

- 

- 


- 

- 

- 

- 

- 


- 

- 

CM 

- 

- 


CD 

oi 

O 

m 

O 

o 

CM 

CM 

CM 

m 

LD 

CD 


LO 

- 

- 

- 


CM 

CD 

ID 

O 

- 

o 

24 

O 

C31 

CO 

CD 

CO 


CO 

- 

o> 

o 

O 


h». 



h». 

- 

CJ> 

m 

- 

- 

;= 


o 

O 

O 

o 

O 


40 


O 

o 

O 

o 

O 




o 

O 

o 

CO 



46 

CD 

55 

o 

CM 

CM 

CM 

CM 

CM 

CM 

CM 


- 

- 

CM 

CM 

CM 

CM 

CM 

CM 

CO 

CM 


CM 

CM 

CM 

CM 

- 

- 

O 

O 

O 

O 

m 

LO 

O 

o 

o 

o 

o 

O 


O 

O 

CO 

CO 

LD 

CO 

= 

LO 

ID 

ID 

CO 


CM 

CM 

CO 

CO 

CM 

CO 


CM 


o 


O 

O 

CD 

CD 


O 

O 

CM 

CM 

CO 

CO 

CD 






CM 

CM 

CM 


CM 

CO 





CM 

CO 






CM 

CM 

CO 

si 

CM 


























Si 

sj 

si 


Sj 


Si 

sJ 

si 

si 

sJ 


Si 

sJ 

si 

Si 

sJ 


Si 

sJ 

si 

Si 

sJ 

si 

Si 


















oi 





CM 




CO 

si 


Sj 



C’l 


CO 

CO 

CO 


CO 

CO 

CO 

CO 





Si 


CO 

CO 




CO 

lO 

C31 


C3> 


o> 














CD 

CD 

AD 

AT 

AT 


AT 

AT 

diV 


§ 

§ 

Ll_ 

Ll_ 

X 

\L 

X 

t 

X 

t 

X 

X 

INF 

INF 

X 

TB 

TK 

1— 


t 

1— 

t 

1— 

37mm FlaK 

3.7cm PaK 

5cm PaK 

7.5cm PaK 

StuG NIB 

StuG NIG 

Ju-52 

105mm 

E 

E 

o 

LO 

75mm 

Fortification 

Strongpoint 

a> 

o 

cb 

F-2A 

Fokker DXXI 

Fteguiar 

Sissi 

Ski 

PSW231 

JU-87B 

PzlllJ 

Q 

> 

IM 

X 

PZIVG 

Truck 

Wagon 
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EQUIP TYPE CLASS DATE AV. YEAR EX. COST 


TR 




NT 
















AM 

AM 

lAIV 

AM 





NT 


lAIIAI 


TO 

TO 

i— 

< 

TO 

TO 

TO 

1— 

X 

X 

X 

X 

X 

TO 

TO 

< 

< 

1 

1 

_l 

1 

1 

X 

5 

g 

< 

1— 

1— 

RM 


CD 

CO 


- 

CM 

CM 

CM 

CO 

- 

- 

- 

- 

- 

CO 

CO 

- 

- 

CD 

CO 

CO 

CO 

CO 

CM 

CD 

•>rd- 

- 

CO 

ID 

ii 

X 

CO 

CO 

X 

< 

CO 

CO 

CO 

X 

X 

X 

X 

X 

X 

X 

X 

< 

< 

CO 

CO 

CO 

CO 

CO 

X 

X 

X 

< 

X 

X 

CD 

o 

O 

o 

o 

O 

O 

O 

o 

o 

o 

o 

o 

o 

CO 

CO 

CO 

O 

O 

O 

o 

o 

o 

o 

o 

- 

- 

O 


- 

AD 

CD 

CO 

CO 

CD 

CO 

CD 

CD 

CD 

CD 

CO 

CD 

- 

ID 

•>rd- 

CO 

CO 

o 

o 

hs 

Is. 

- 

rs 

hs 

CO 

CD 

ID 

CD 

- 

Is 

GD 

CD 

CO 

CO 

O 

ID 

CM 

CM 

CM 

- 

CM 

O 

CO 

hs 

CO 

o 

o 

CD 

CO 

ID 

CD 

LD 

ID 

ID 


rs 

ID 

CD 

- 

CO 

< 

z 

O 

- 

- 

- 

O 

- 

- 

- 

o 

CO 

CD 

CM 

CO 

•>rd- 


CM 

- 

- 

- 

- 

- 

- 

- 

o 

- 

- 

CM 

- 

- 

AA 

CM 

o 

o 

- 

O 

O 

O 

O 

CM 

CD 

CO 

CD 

CD 

•>rd- 

CM 

CM 

CM 

CO 

o 

o 

o 

o 

o 

o 

CM 

CM 

O 

o 

o 

HA 

- 

ID 


ID 

O 

CD 

- 

•>rd- 

CD 

hs 

CD 


CM 

CM 


CM 

CM 

CM 

- 

- 

- 

- 

- 

o 

CD 

•>rd- 

CO 

CO 

•>cl- 

SA 


CM 

- 

- 

O 

LO 

CD 

- 

LO 

- 

CD 

- 


•>rd- 

CO 


CM 

CM 


•>rd- 



•>rd- 

o 

CO 

CO 


CO 

•>cl- 

RA 

- 

- 

CM 

CM 

- 



CO 

CO 

CD 

CD 

LO 


CO 

- 

- 

- 

- 

- 

- 

- 

- 

- 

- 

- 

- 

- 

- 

- 

z 


CD 

CO 

O 

o 

- 

- 

- 


CD 

CO 

- 

CD 

o 

LO 

ID 

ID 

CO 

- 

- 

- 

- 

- 

- 

Is 

ID 


Is 

CO 

AM 

CD 

ID 

- 


- 

CO 

ID 

CD 

- 


•>rd- 



20 

o 

O 

CO 

LO 

ID 

ID 

LO 

ID 

ID 

o 

CD 

ID 

LO 


•>cl- 

FU 

57 

O 

o 

57 


o 

O 

O 

52 






o 

O 



O 

O 

o 

O 

O 


CO 

50 


40 

40 

SP 

CM 

CM 

CM 

CM 

- 

- 

- 

- 

- 

- 

- 

- 

- 

CM 

CM 

CM 

CM 

CM 

CO 

CM 

CM 

CM 

CM 

- 


•>rd- 

CM 

CM 

CO 

OIAI 


O 

O 

CD 

CM 

o 

O 

o 

LO 


ID 

LO 

ID 

CD 

O 

O 

CO 

CM 


CO 

CO 

CO 

CO 

LO 

CO 

CD 

CM 


ID 

S; 

CM 

o 


O 

CM 

o 

CM 

CO 

CM 

CD 

CM 

CD 


O 


O 

CO 

CD 

CM 

CM 


CO 

CO 

CO 


CM 


CO 

CD 

O 

CM 


OJ 

CO 


CM 

CO 


CO 



CO 

CM 


CM 



o6 







CM 



CM 


YEAR EX. 

46 

42 

46 

46 

46 

CM 

42 

42 

46 

42 

42 

CM 

42 

46 

46 

46 

42 

42 

42 

46 

46 

42 

46 

46 

46 

42 

CM 

42 

42 

UJ 

3 

ID 

CO 



CO 

CD 

CO 

CD 

CO 

CD 

CO 

CO 

hs 

CO 

o 

O 

CO 

ID 

CO 

CO 

CO 

CO 

CO 

CO 

CO 

o 

CD 

CO 

CO 

CO 

CD 

CO 

CO 

CO 

CO 

CO 


o 

CO 

oo 

CO 

CD 

CO 

O 

o 

a 

CD 

ID 

CD 

CD 


CD 

CD 

CD 

CD 


CD 






CM 

CD 


CD 





CO 



ID 

ID 

CLASS 

AD 

AT 

AT 


ATP 

§ 

§ 


§ 

cs 

so 

CS 

CS 

DD 

FRT 

fe 

X 

X 

t 

X 

t 

X 

X 

INF 

INF 

X 

X 

INF 

NTP 

RCN 

X 

a 

TB 


TK 

EQUIP. TYPE 

M16MGMC 

25mm 

76mm 

M10 

Is. 

•>rd- 

6 

E 

E 

LO 

o 

155mm 

75mm 

M7 

Dunkerque 

Richelieu 

Suffren 

LaGaiissoniere 

Le Fantasque 

Fortification 

strongpoint 

D.520 

MS-406 

Cavalry 

Chasseurs 

Bigineer 

Regular 

Regular 

Naval Transport 

CO 

Panhard 178 

Pz633 

C/5 

m 

CD 

CO 

X 
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EQUIP. TYPE CLASS DATE AV. YEAR EX. COST 


i 



NT 

NT 



NT 


NT 

NT 

2 

1— 

h- 

1— 

1— 

i— 

1— 


5 

S 


CO 

co 

ID 

LO 

ID 



- 


- 

X 

X 

X 

X 

X 

X 

X 

CO 

CO 

Cf) 

CO 

CO 

CM 

- 

- 

- 

- 

O 

O 

o 

CD 

CD 

CO 

- 


- 

- 

O 

o 

o 

CM 

CM 

O 

CO 

CO 

o 

- 

o 

CM 

O 

o 

CM 

CM 

- 

o 

o 

o 

CD 

o 

O 

o 

CM 

ID 

CD 


ID 

CO 

CO 

o 

O 

o 

CO 

CO 

ID 



ID 

CO 

o 

O 

o 

CD 

CM 

O 

h». 

CO 


h». 

CM 

o 

- 

o 

CM 

- 


- 

- 


O 



o 

45 




39 

ID 

45 

75 

60 

o 

CM 

CM 

CO 

CO 

CM 

CM 

- 

- 


- 

LO 

ID 

h». 



ID 

CO 

CO 

CO 



O 

CD 

o 

O 

CO 


CO 

CO 


CM 


CM 



CM 




CM 

CD 

CD 

CD 

CM 

CM 

CM 

CM 

CD 


CD 














CD 

O 

O 

CM 

CM 

CD 

CD 




CO 





CO 

CO 

CD 

o5 



CD 

i?5 

CM 

CM 

o5 

O? 

is! 






t 


t 

t 

1— 

i— 

1— 

1— 

1— 

1— 

1— 

1— 

1— 

1— 


CD 















LO 



c 

M4A1 

< 

M5A1 

LO 

ffi 

O 

2 

S35 

cb 

o 

s 

Truck 

Truck 

0 

1 


TR 

NT 

NT 

2:2 

NT 

2:2 

NT 

2:2 

NT 

2:2 

lAIIAI 

TO 

01 

i 

01 

01 

I— 1— 

1— 


HT 

01 

1 

RM 

CD 

CD 

CD 

CD 


CO 



CO CD 

1— 

1— 

CO 

CO 

CO X 

CO 

X X 

X 

X X 

X 

X CO 

CD 

O 

O 

o o 

O 

1 — o 

- 


- 

1 — o 

AD 

CD 

CD 

cd;° 

CD 

^oo 

- 

CD CD 

CD 

^ CD 

A GD 

CM 

CM 

CM CD 

CM 

O C£> 

CD 

"O- 


CM 

AA N 

h«. 


CO CO 

O 

14 

8 

CD 

CD 


0 

n 

HA 

CM 



CO 

CO 

h». 

CM CM 

h». 


SA 

CO 

h». 


CO 

CM 


CO CO 


CD ■'d- 

RA 

CM 

CM 

CM CM 

CO 

CM CM 

CM 

CM CM 

CM 

CM CM 

z 

ID 


Tj- CD 

- 

CO CD 


ID ID 


CD ■'d- 

AM 

CM 

20 

24 

8 

o 

20 

7 

CO 

CM 

5^ CO 

CO 

CM 

19 

24 

3 

u_ 

O 

O 

0 

45 

o 

45 

46 

45 

40 

40 

45 

45 

0 

SP 

CM 

CM 

CM CM 

CO 

CM CM 

CM 

CM CM 

CM 

CM CM 

OIAI 

O 

O 

O ID 

o 

CD CD 

ID 


h». 

ID O 

(O 


CM 

CM CO 


CD O 

CM 

CO CO 

O 

CD CO 

o 

u 


CD 

CO CM 
1— CM 

CD 

CM 

CO CO 
CO 1- 

ID 

CM 

CD CD 

CM 

O 
CM •»— 











cc 

< 










UJ 

>- 















ID ^ 




CD 


CO 


o5 i?5 

CO 

If? 



O 

a? F^ 

o 










t/i 










tn 

< 

_i 

AD 

AD 

AD 

AD 

AD 

AD 

AD 

AD 

AD 

AD 

AD 

AD 

AT 

u 













> 







U4 


X 


is; 

3 




"O s^ 

a. 

>- 

1— 

CO 

Ll_ 

g 

CO CO 
U_ Ll_ 
c c: 

cO 

X 

CO 
O ^ 

■o 

c 

1— CD 

F^ 

.E 3 

g CL 

a: 

E 

E 

E 

E 

c c 

E E 

E 

E 





5 O 

3 

S 

o 

CM 

o 

CM 

CO CO 

CO 

CO 

O ET 

& 

-O T3 

CO CO 

■o 

CO 
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5cm PaK AT 10/40 

7.5cm PaK AT 11/41 

8.8cm FlaK AT 9/37 


2 

2 

2 

2 

2 

2 

2 

2 

2 

2 

2 

2 

2 

NT 


2 

2 

2 

2 

NT 

2 

2 

2 

2 

TO 

i— 

1— 

1— 

1— 

1— 

1— 

1— 

1— 

1— 

1— 

1— 

1— 

i— 

< 

R 

R 

P 

R 

R 

1— 

1— 

i— 

1— 

CO 

CM 

ID 

CM 


ID 

LO 


CO 

LO 

ID 

ID 

LO 

CO 

- 

CM 

CM 

CM 

CM 

CM 

CO 

CO 

CO 

CO 

CO 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

< 

CO 

CO 

CO 

CO 

CO 

X 

X 

X 

X 

o 

- 

- 



CO 

CO 

o 

o 

o 

o 

- 



o 

O 

O 

o 

O 

O 

o 

o 

o 

o 

CO 

o 

CO 

CM 

- 

CD 

CD 

CD 

CD 

CD 

CO 

CO 

CD 

CD 

•>;d- 

CD 

CD 

CD 

CD 

CD 

CD 

CD 

CD 

CD 

CO 

CM 

CO 

•>;d- 

O 

CM 

CO 

CO 

LO 

|v. 

CD 

CD 

o 

o 



ID 

O 

CM 

|v. 

CM 

CM 

CM 

CM 

tv. 

CO 

ID 

CO 

o 

o 

o 

O 

o 

O 

o 

O 

O 

O 

o 




O 

O 

O 

O 

O 

O 

O 


O 

O 

ro 

ro 



ro 




ro 










ro 






























CO 

CO 

CD 

CD 


CO 

CD 

CD 

CD 

CO 

- 

- 

CM 

ID 

O 

LO 

CD 

CD 


- 

CD 

CD 

CD 

CD 

CM 

CM 

CM 

CM 

CM 

CM 

CM 

CM 

CM 

- 

CM 

CM 

CM 

CM 

- 


CO 

•>;d- 

LO 

CO 

CO 

CO 

CO 

CO 

CM 

CM 

O 

CM 

CM 

O 

- 

O 

CM 

CO 

ID 

o 

O 

ID 

o 

CM 

ID 

CM 

CM 

CM 

ID 



•>d- 

CO 


CO 

CO 

CO 

CD 

- 

CD 

ID 

CD 

CD 

|V. 

CO 

|v. 

•>;d- 

CO 


|V. 

CD 

CD 


LO 


CO 


























CM 

•>;d- 

CM 

CO 

•>;d- 


Vl 

•>;d- 

CO 

Vl 

CO 

vl 

Vl 







•>;d- 

CO 

CO 

•>d- 

CM 

CM 

CM 

CM 

CM 

CM 

CM 

CM 

CM 

CM 

- 

CM 

CM 

- 

- 

- 

- 

- 

- 

- 

- 

- 

- 

- 

O 

CO 

ID 


CD 

ID 


ID 

ID 

CD 

ID 

ID 

LO 

ID 

o 

o 

o 

O 

o 

o 

ID 


ID 

ID 

CD 

CO 

CD 

CO 

o 

CD 

CD 

O 

CM 

CD 

CO 

CM 

CO 


•>;d- 

o 

CM 

CM 


CO 

CM 

CD 

CM 


CM 


CM 

LO 


CM 

cd 

CM 

CO 


CM 

CM 

CM 

CM 


CM 

CO 

CO 

cd 


(T) 

o6 

!r> 

cd 

























vl 

vl 

•>;d- 

Vl 

vl 

•>;d- 


Vl 

•>;d- 

vl 

Vl 

•>;d- 

vl 

Vl 

•>;d- 

vl 


•>;d- 


vl 

•>;d- 

vl 

Vl 

•>d- 














CM 











vl 

vl 



•>;d- 

vl 

Vl 



Vl 




CO 

CO 

CO 

CO 


CO 





CD 


CD 



CM 

CO 


CD 

CM 

ID 


ID 








tv. 

CO 

ID 
















X 



fc 



fc 




























X 

E 

I 

Q> 

CD 

sz 

n 

> 

M 

n 

O 

5 

NJ 

n 

"O 

C 

o 

JZ 

■o 

29 

cn 

X 

fO 

o 

CO 

CM 

CM 

CO 

X 

X 

CD 

g 

CO 

X 

X 

CO 

< 

c 

CD 

X 

(D 

■a? 

E 

co" 

CO 

29 


CO 

cd 

CD 

m 

■5> 

X 

y’ 

CO 

“3 

CD 

”5 

CD 
— 3 

CD 

“3 


X 

si 

X 

CO 

3 

CO 

3 

55 

3 

55 

3 

—3 

<Z3 

ID 

ID 


ID 

|v! 

3 

X 

CT5 

c/5 

<3 

c/3 

O 

c/5 
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EQUIP. TYPE CLASS DATE AV. YEAR EX. COST 


107 


AM 


AB 

NT 

AM 

lAIV 

AM 

_l 

_i 

1 

_l 

_l 

1 

_l 

CO 

CD 

CO 

CD 

CO 

CO 

CO 

CO 

CO 

CO 

CO 

CO 

CO 

CO 

o 

o 

o 

O 

o 

o 

o 

h». 

- 


CD 

CO 

CO 

h». 

CD 

CD 

CO 

m 

CO 

CO 

CD 

O 

O 

o 

o 

- 

- 
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ij:= 

o 

■o 

c 

o 

o 

_c 0 

3 

O' 

< 

■o 

o 

CO 

c 

o 

cS 

CJ 

■E 

£ 

C 

O 

Q. 

O) 

C 

o 

CO 

m 

m 

O 

o 

o 

CM 

O 

CM 

O 

CM 

O 

m 

o 

CM 

o 

o 

o 

o 

CM 

a 

lO 

o 

o 

CM 

a 

‘c 

■q. 

< 

•a? 

CO 

C/5 

fe 

^ UJ 

o: 

o 

_ UJ 

fe 

CD 

c 

'CD 

iS 

CO 

1 

CO 

§ 

X 

ctl 

< 

TO 

TO 

< 

m 

TO 

s 

o 

TO 

_i 

O 

?? 

5 

5 

CM 

TO 

S 

o 

cS 

CM 

X 

o 

3 

cz 

0 

1 
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EQUIP. TYPE CLASS DATE AV. YEAR EX. COST 


cc 

1— 



NT 

NT 








i 


AM 


NT 

NT 



lAIIAI 

TO 

TO 

TO 

TO 

1— 

< 

TO 

TO 

TO 

TO 

< 

1 

_l 

1 

1— 

1— 

1— 


g 

RM 


C3i 

CJ> 

C3> 

in 

- 

CM 

CM 

CO 

CO 


CO 

CD 

CO 

in 

in 


- 

- 

1— 

1— 

CO 

CO 

CO 

CO 

X 

< 

CO 

CO 

X 

X 

< 

CO 

CO 

CO 

X 

X 

X 

CO 

CO 

CD 

o 

O 

o 

O 

- 

o 

o 

O 

CO 

CO 

o 

o 

O 

o 

- 


CM 

o 

o 

AD 

CD 

CO 

CO 

CO 

CJ> 


CD 

CD 

CO 

CO 

o 

CD 

CO 



h». 

CJ> 

o 

o 

GD 

CM 

CO 

CO 

CO 

- 

in 

CM 

CM 

o 

o 

CO 

in 

CO 


CD 

h». 

O 

- 

- 

NA 

- 

- 

- 

- 

- 

o 

- 

- 


CM 


- 

- 

- 

- 

- 

- 

o 

o 

AA 

- 

o 

o 

o 

- 

o 

O 

O 

CM 

CM 


o 

o 

o 

O 

O 

o 

o 

o 

HA 

CM 

h«. 

CO 

m 

in 

o 

h«. 

CM 


CM 

CM 

CM 

- 

- 

- 

- 

- 

o 

o 

SA 

CO 



- 

- 

o 

CO 

- 

CO 


CM 

CD 

CM 

CM 

CO 

CO 

CO 

o 

o 

RA 

CM 

- 

- 

CM 

CM 

- 


CO 

- 

- 


- 

- 

- 

- 


- 

- 

- 

z 

LO 

CD 


O 

O 

o 

- 

- 

in 

in 

in 

- 

o 

o 

CM 

CM 

CJ> 

- 

o 

AM 

CM 

O 

CJ> 

CO 

CO 


h«. 

C31 

o 

o 

h». 

CO 

CD 

CD 


in 

- 


o 

FU 

O 

O 

o 

O 

O 

o 

o 

O 

o 

o 


o 

O 

O 

40 

C3> 

CO 


55 

o 

SP 

CM 

CM 

CM 

CM 

CM 

- 

- 

- 

CM 

CM 

CM 

CM 

CM 

CM 

CO 

CO 

CM 

- 

- 

OIAI 

O 

O 

o 

O 

in 

o 

o 

o 

o 

o 

CO 

CO 

CO 

CO 

in 

in 

in 

CO 

•>;d- 


O 

OJ 

in 

CD 

o 


CM 



o 

CM 

OJ 

O 

CM 



CD 

CO 


o 

o 




CM 



CM 


CM 




CD 

h«. 



CM 


CM 

d 

CD 

o 

CD 

CD 

CD 

o 

o 

o 

CD 

CD 

o 

o 

O 

o 

o 

o 

CD 

o 

CD 

1 



















•>;d- 


CM 

h«. 

CD 

CM 

CO 

CO 

CD 

CD 

CO 

CO 

h». 

in 

in 

in 

in 

CD 

CM 

CD 

CD 

HI 

CO 

CO 

CO 



CO 

CO 

CO 

CO 

CO 

CO 

CO 

CO 

CO 

CO 

CO 


CO 

CO 

o 




C? 







cS 





CM 

If? 

a? 

a? 

CLASS 

9 




iV 

Q_ 

!< 

/UV 


FRT 

te 

u_ 

cc 

t 

Ll_ 

X 

INF 

INF 

>ii 

1— 


TFT 

idi 

UJ 

0. 

Ll_ 

Q_ 


Q_ 





C 

o 

c5 

c 

‘o 


a> 

m 

c 








a: 

3 

S 

E 

E 

o 

CM 

E 

o 

CO 

47mm 

E 

o 

m 

h-! 

<3 

CO 

Ju-52 

E 

E 

CJ> 

65mm 

o 

■-E 

£ 

O) 

c 

o 

CO 

C3> 

O 

S 

§ 

S’ 
1 

Militia 

Flegula 

PzIA 

PzlB 

PzlllJ 

Truck 

Wagon 


i 



NT 



life 

TO 

TO 

TO 

TO 

-iig 

C31 

CM 

CO 

CO 

CO ■»— 

CO 

CO 

X 

X 

CO CO 

O 

O 

CO 

CO 

o o 

CO 

CD 

CO 

CO 

o 

CO 

CM 

o 

o 

in ■»— 

- 

- 


CM 

•»— o 

o 

O 

CM 

CM 

o o 

CO 



CM 

•»— o 



CO 


in o 

- 


in 

in 

I— o 

oi 

C3> 

o 

o 

in o 

o 

O 

o 

o 

o o 

CM 

- 

CM 

CM 

CM ■»— 

o 

o 

o 

o 

CO 








CM 










si 

sj 

•cj- sJ 






CO 

CO 

CO 

Cl 

CO CO 

''' 

C3> 



•»— b> 

AT 



FFir 




c 

o 

c 

o 


F 

F 

o 

CJ) 

CO c 

E 

E 

in 

n 

i£ 

o 

55 

M 
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EQUIP. TYPE CLASS DATE AV. YEAR EX. COST 


cc 

1- 




NT 







AM 

9 

lAIV 

AM 










lAIIAI 

P 

p 

< 

P 

P 

P 

P 

p 

< 

1 

1 

_l 

1 

1 


< 

1— 

1— 

1— 

1— 

1— 

g 

g 

RM 

CO 

C31 

- 

CM 

CM 

CM 

CO 

CO 

- 

CD 

CO 

CO 

CO 

CO 

CD 

- 


CO 

in 

in 

m 

- 

- 

1- 

1- 

CO 

CO 

< 

CO 

CO 

CO 

X 

X 

< 

CO 

CO 

CO 

CO 

CO 

X 

< 

X 

X 

X 

X 

X 

CO 

CO 

o 

o 

o 

o 

o 

O 

o 

o 

CO 

CO 

o 

o 

o 

o 

o 

o 

- 

o 

- 

CO 

CO 

- 

- 

o 

o 

o 

< 

CO 

CO 

CO 

CD 

CD 

CD 

CO 

CO 

CO 

in 


CO 



CD 

CD 

CD 

CD 

CO 



o 

o 

GD 

CO 

CO 

in 

CM 

CM 

CM 

o 

o 

- 

CM 

•>0- 

CD 

CO 

CD 

- 

CD 

CD 

CM 

o 

CO 


- 

- 

< 

z 

- 

- 

o 

- 

O 

- 


CM 

- 

- 

- 

o 

- 

o 

- 

CO 

- 

- 

- 

- 

- 

o 

o 

a 

o 

o 

o 

O 

o 

O 

CM 

CM 

CD 

o 

o 

- 

o 

o 

CM 


o 

CM 

- 

o 

o 

o 

o 

HA 

CM 

CO 

o 

CD 

CD 



CM 

CO 

- 

CM 

m 

- 

CM 

CD 

CD 

h«. 

CM 

CD 

•>;d- 

- 

o 

o 

< 

v> 

CD 

•>0- 

o 

in 

CD 

CD 

CO 

•>0- 

CO 


•>0- 

CO 

in 

CD 

CO 

CD 

in 

CO 

in 

CO 

CO 

o 

o 

cc 

z 

- 


o 

CM 

O 


in 

in 

CO 

- 

- 

o 

o 

- 

- 

- 

CD 

CD 


CO 

CO 

- 

o 

AM 


C31 

- 

CO 

CO 

CD 

o 

o 

CD 


in 

- 

in 

CD 

CD 

in 

CO 

CM 


o 

o 


o 

3 

u. 

o 

O 


o 

O 

O 

o 

o 


o 

o 

o 

o 

o 

CO 



m 




in 

in 

o 

a. 

v> 

CM 

CM 

- 

- 

- 

- 

CM 

CM 

CM 

CO 

CM 

CM 

CM 

CM 


CM 

CM 

CM 

CO 

CO 

CM 

- 

- 

OIAI 

O 

O 

CM 

o 

o 

o 

o 

o 

CM 

in 

CO 

CO 

CO 

CO 

CO 

- 

•>;d- 

m 


•>;d- 

m 

CO 

•>;d- 

























o 

o 

CM 

•>0- 


CM 

CM 


CM 


Jl, 



CM 




CO 


CM 

CM 

•>;d- 

CD 


CM 

UJ 
























< 

UJ 

>- 

Si 

•>0- 

si 


•>0- 



•>0- 



•>0- 

si 

si 

•>;d- 



•>;d- 

si 

si 

•>;d- 





3 









CO 

QO 



CD 










UJ 

CO 


si 


si 

CO 

CO 

CO 



si 

CO 



CO 

CO 

si 

CO 

CO 

CO 

CO 

a 

CD 

in 



<J> 

CD 











CO 

CO 


in 

CO 

CD 

CD 

CLASS 



Q_ 

!< 

§ 


§ 


Ll_ 

i 

u_ 

X 

Ll_ 

X 

Ll_ 

X 

Li_ 

X 

Ll_ 

X 

X 

m 

1— 

isi 

1— 

h- 

1— 

isi 

1— 

h- 

1— 

1— 

UJ 







c 

"F 
















>- 

1- 




F 

F 


CO 

o 

o 

a. 



0> 

o 

<~) 












a: 

s 

o_ 

E 

•>0- 

o 

E 

in 

o 

E 

in 

o 

E 

m 

■E 

i£ 

c 

o 

55 

CM 

QJ 

o 

£_ 

CD 

iS 

13 

c3 

Q_ 

1 

1 

CO 

CQ 

CO 

CM 

CL 

Q_ 

< 

< 

in 

in 

e 

h- 

o 

o 

f 


UMT CLASS AND EQUIPIVENTITABLES: Poland 114 




EQUIP. TYPE CLASS DATE AV. YEAR EX. COST 


i 









AM 


lAIV 

NT 


NT 

NT 


TO 

< 

TO 

TO 

TO 

TO 

< 

_l 

_l 

1 

AT 

1— 

1— 



o> 


CM 

CM 

CO 

CO 

- 

CO 

CO 

CO 

CO 


CO 


- 

CO 

< 

CO 

CO 

X 

X 

< 

CO 

CO 

CO 

X 

X 

X 

CO 

CO 

o 

O 

O 

O 

CO 

CO 

o 

o 

o 

o 


- 

CO 

o 

o 

CO 

CO 

CO 

CO 

CO 

CO 


CO 

CO 


h». 

CO 

CO 

o 

o 

CO 

m 

CM 

CM 

o 

o 


m 

CO 


CO 

<31 

o 



o 

o 

O 

O 

CM 

CM 

CO 

o 

o 

o 

O 

O 

o 

o 

o 

CO 

o 

oi 



CM 

CM 

CM 

- 

- 

h». 

- 

|V. 

o 

o 


o 

4 15 

o> 

CO 

CO 


CM 

CO 

CM 

CM 


LO 


o 

o 

o> 

o 


CJ> 

m 

o 

LO 

o 

CO 

CO 

CO 

O 

CO 

O 

CO 

m 

h». 

CO 

14 5 


o 

o 

o 


o 

O 

o 

o 


o 

o 

O 

55 

55 

45 

55 

o 

CM 


- 

- 

CM 

CM 

CM 

CM 

CM 

CM 


CM 

CM 


- 

o 

CM 

o 

o 

o 

O 

CM 

CO 

CM 

CO 

h». 

CO 


CO 



















CM 


CM 


Vl 

CO 


CD 

1^ 


CM 



CM 
















vl 


vl 


vj 


Vl 

vJ 

vl 

Vl 

vJ 



vJ 

vl 
















CO 

CO 

o5 

CO 

CO 

CO 

CO 

CO 

CO 

CO 

CO 

CO 

C'J 

CO 

C’l 

o5 

CO 

oi 

AT 

ATP 

ATY 

ALV 

FRT 

FFir 

X 

t 

Ll_ 

X 

iNF 

u_ 

X 

RCN 

TK 

1— 

TFT 

idi 





C 

o 

c 










47mm 

h». 

O 

155mm 

75mm 

tl3 

o 

■-E 

£ 

c 

o 

55 

Rata 

Brigade 

Miiitia 

Regular 

BA-6 

BT-5 

T-26 

Truck 

Wagon 


115 UMT CLASS AI\DECJJIPIVEl\m7^LES: Ftepublican 


EQUIP TYPE CLASS DATE AV. YEAR EX. COST 


TR 




NT 











AM 







NT 

lAIIAI 

TO 

TO 

TO 

i— 

1— 

< 

TO 

TO 

TO 

TO 

< 

< 

c 

1 

_l 

< 

1— 

1— 

1— 

1— 


5 

RM 

CO 

<31 

CO 

ICl 

ICl 

- 

CM 

CM 

CO 

CO 

- 

- 

- 

CO 

CO 

- 

•>;d- 


lfl 

lfl 

- 

- 

ii 

CO 

CO 

CO 

X 

X 

< 

CO 

CO 

X 

X 

< 

< 

< 

CO 

CO 

< 

X 

X 

X 

X 

CO 

CO 

CD 

o 

O 

o 

- 

- 

O 

O 

o 

CO 

CO 

O 

o 

o 

o 

o 

O 

CM 

CM 

CM 

- 

o 

O 

AD 

CO 

CO 

CO 

<31 

<31 


CO 

CO 

CO 

CO 

O 

CO 

Ul 

CO 

- 


<31 

CO 

CO 

rv 

o 

O 

GD 

CM 

CO 

CO 

O 

- 

LO 

CM 

CM 

o 

o 

CO 

- 

hv 

lfl 

CO 

CO 

O 

o 

CO 

CO 

- 

- 

< 

z 

- 

- 

- 

- 

- 

o 

- 

- 


CM 

- 

o 

- 

- 

- 

CO 

- 

- 

- 

- 

o 

o 

AA 

<35 

o 

o 

O 

- 

o 

o 

o 

CM 

CM 

•>;d- 

CO 

ICl 

o 

o 


O 

o 

o 

o 

o 

o 

HA 

|v. 

CO 

Lfl 

U1 

ICl 

o 

CO 

•>;d- 


CM 

CM 

CM 

- 

- 

- 

lfl 

- 


CO 

lfl 

o 

o 

SA 


•>;d- 

- 

- 

- 

o 

CM 

<31 

CO 


CM 

CM 

CM 

•>;d- 

Lfl 

CO 

CO 

CM 

lfl 

CO 

o 

o 

RA 

CM 

- 

CM 

CM 

CM 

- 

CO 

CO 

- 

- 

- 

- 

- 

- 

- 

- 

- 

CM 

- 

- 

- 

- 

z 


|V. 

o 

O 

O 

o 

- 

- 

LO 

ICl 

ICl 

- 

CO 

- 

- 

- 

<31 

CO 


CO 

- 

o 

AM 

20 

<31 

CO 

CO 

CO 


CO 

<31 

o 

o 

tv. 

CO 

CO 

CO 

CO 

CO 

- 

- 

<31 

- 


o 

FU 

O 

o 

o 

40 

40 


o 

O 

o 

o 




o 

o 



46 

50 


55 

o 

SP 

CM 

CM 

CM 

CM 

CM 

- 

- 

- 

CM 

CM 

CM 

CM 

CM 

CO 

CM 

CM 

CM 

CM 

CM 

CO 

- 

- 

OIAI 

O 

o 

O 

U1 

ICl 

o 

o 

O 

O 

O 

CO 

- 

CM 

lfl 

CO 

- 

lfl 

Lfl 

lfl 

•>;d- 

CO 


COST 

144 

156 

CO 

CM 

CM 

240 

276 

144 

216 

156 

O 

CM 

180 

492 

312 

CO 

CO 

CM 

132 

o 

CM 

360 

276 

348 

168 

156 

48 

24 

YEAR EX. 

46 

46 

46 

46 

46 

46 

46 

46 

46 

46 

46 

46 

46 

46 

46 

46 

46 

46 

46 

42 

46 

46 

DATE AV. 

9/40 

8/36 

4/42 

8/44 

12/42 

11/41 

6/40 

6/40 

CO 

CO 

CO 

CO 

1/44 

2/41 

2/40 

6/40 

CO 

CO 

11/41 

5/42 

2/43 

7/37 

5/39 

9/36 

9/36 

CLASS 

AD 

AT 

AT 

iV 

AT 

ATP 

§ 

ATY 

FRT 

Ll_ 

X 

t 

X 

t 


iNF 

INF 

m 

1— 

TK 

TK 

>ii 

TK 

TFT 

% 

EQUIP. TYPE 

37mm FlaK 

47mm 

7.5cm PaK 

Maresal 

StuG NiG 

Ju-52 

E 

E 

o 

o 

75mm 

Fortification 

Strongpoint 

CD 

<31 

O 

di 

iARSO 

CM 

X 

Cavalry 

Regular 

IAR81 

PziliJ 

PziVG 

a 

lfl 

e 

Truck 

Wagon 
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EQUIP. TYPE CLASS DATE AV. YEAR EX. COST 


117 


TR 

NT 

NT 



NT 


NT 

NT 



NT 


NT 

NT 















lAIIAI 

TO 

TO 


TO 

TO 

TO 

I— 

1— 

< 

TO 

TO 

TO 

01 

1— 

1— 

X 

X 

X 

X 

X 

X 

TO 

TO 

< 

< 

< 

< 

< 

RM 

o> 

CO 


CO 

C3> 

C31 



- 

CM 

CM 

CM 

CM 

TO 


- 

- 

- 

- 


- 

CO 

CO 

- 

- 


- 

- 

ii 

CO 

CO 

CO 

CO 

CO 

CO 

X 

X 

< 

CO 

CO 

CO 

CO 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

< 

< 

< 

< 

< 

CD 

o 

o 

o 

o 

O 

O 

o 

o 

o 

O 

O 

O 

O 


- 

o 

o 

o 

o 

o 

TO 

TO 

TO 

o 

o 

O 

O 

o 

AD 

CO 

CO 

CO 

CO 

CO 

CO 

CO 

CO 

TO 

CO 

CO 

CO 

CO 

TO 

TO 

o 

C33 

TO 

TO 

TO 


CO 

CO 

o 

o 


CM 

TO 

GD 

CM 

CM 

CM 

CO 

CO 

CO 

o 

o 

TO 

CM 

CM 

CM 

CM 

C33 

C33 

CM 

O 

C33 


in 

TO 

O 

O 

CO 

CO 

C33 

CO 

CJ3 

NA 

- 


- 

- 

- 

- 

- 


O 

- 

O 

- 

CO 


- 

20 

TO 

CM 

TO 

CM 

TO 


CM 

- 

- 


- 

- 

AA 


o 

o 

o 

o 

o 

- 


O 

o 

O 

o 

O 

- 

- 

o 

TO 

TO 


TO 

TO 

CM 

CM 

o 

CM 

TO 


CO 

HA 

CO 

CM 

o 

CM 

CO 

CM 

CM 

TO 

o 

TO 


TO 

- 

TO 

TO 

TO 

TO 


TO 


TO 


CM 

- 

- 

CM 

CM 

CM 

SA 

- 

C3> 

oi 

CO 

- 

CO 


h». 

o 

TO 

CM 

- 

CJ3 

TO 

TO 

CM 

C33 

- 

TO 


TO 

CO 


CM 

CM 

CM 

CM 

CM 

RA 

CM 

CM 

CM 

CM 

- 

- 

CM 

CM 

- 

TO 

TO 



TO 


TO 

TO 

TO 



TO 

- 

- 

- 

- 


- 

- 

z 

CO 



- 

h». 

CO 

- 

O 

o 

- 

O 

- 

- 

h». 

- 

TO 

- 

O 

CJ3 

O 

TO 

in 

in 


in 

TO 

in 

TO 

AM 

CM 

O 

CO 


o 

C31 


TO 

- 

CJ3 

C33 

- 

CO 

TO 


20 

20 

O 

CM 

20 

o 

CM 

20 

o 

o 

TO 

TO 


TO 


FU 

O 

o 

60 

o 

o 

O 

TO 

TO 


O 

O 

O 

o 

O 

40 







o 

o 






SP 

CM 

CM 

CM 

CM 

CM 

CM 

CM 

CM 

- 

- 

- 

- 

- 


- 

- 

- 

- 

- 


CM 

CM 

CM 

CM 

CM 

CM 

CM 

CM 

OIAI 

O 

O 

CO 

O 

o 

O 

CO 

CO 

CM 

O 

O 

o 

o 

TO 




TO 



in 

o 

o 

TO 

TO 


TO 



O 

gj 

CM 

O 

OJ 

TO 


CO 




CO 


O 

TO 

CM 

O 

TO 

TO 

TO 



o 

O 

TO 

CO 

TO 

CO 

o 

u 



CM 




TO 

CM 

03 
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QUESTIONS OR PROBLEMS? 


If you encounter disk or system related problems you can reach us through several meth- 
ods: Telephone: (423) 670-2020 between 9:00a.m. and 9:00p.m., Eastern Standard Time, 
Monday through Friday, holidays excluded. Tech Support Fax: (423) 670-2021 Attn: 
Technical Support, Calling our automated services at: (423) 670-2022. Filling out our online 
support form at: http://store.learningco.com/dev/support_form.asp (or the game’s web page, 
which is listed in the manual), Bnail: support@learningco.com (please list the game’s name 
as the message’s subject). You can also write to us at: The Learning Company, ATTN: 
Technical Support 9715 Parkside Drive, Knoxville, TN 37922 (include a self-addressed, 
stamped envdopefor reply). 


STRATEGIC SIMULATIONS, INC. LIMITED WARRANTY 


Strategic Simulations, Inc. and its parent company and all affiliates (“SSI”) warrants that 
them^iaon which the enclosed program is recorded will be free from defects in materials 
and workmanship for a period of 90 days from the date of purchase. If within 60 days of 
purchase the media prove defective in any ww, you may return the media to The Learning 
Company, Attn: Fieturns, 190 Parkway West, Duncan, SC 29334. Please include a copy of 
your sales receipt, packaging slip or invoice, along with a brief note of explanation as to 
why you are returning your program. 

SSI MAKES NO WARRANTIES, BTHER EXPRESS OR IMPLIED, WITH RESPECT TO THE SOFTWARE 
PROGRAM RECORDED ON THE CD OR DISKETTE OR THE GAM E DESORBED IN THIS RULE BOOK, 
THBR QUALITY, PERFORMANCE MERCHANTABILITY OR FITNESS FOR ANY PARTICULAR PUR- 
POSE THE PROGRAM ANDGAMEARESaD“ASIS.” THE ENTIRE RISK AS TO THBRQUALITY AND 
PERFORMANCE IS WITH THE BUYER IN NO EVENT WILL SSI BE LIABLE FOR DIRECT INDIRECT 
INCIDENTAL, OR CONSEQUENTIAL DAMAGES RESULTING FROM ANY DEFECT IN THE PROGRAM 
OR GAME OR FOR LOST DATA RBULTING IN ANY WAY FROM USE OF THE PROGRAM OR GAME 
IN ALL CASES EVEN IF SSI HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES. (SOME 
STATES DO NOT ALLOW THE EXCLUSION OR LIM RATION OF IMPLIED WARRANTIES OR LIABILITY 
FOR INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATION OR EXCLUSION 
MAY NOT APPLY TO YOU.) SSI FURTHER EXCLUDES AND DISCLAIMS, AND THE LICENSEE 
HEREBY WAIVES, ANY AND ALL PROVISIONS BTHER PRESENTLY EXISTING OR AS AMENDED IN 
THAT CERTAIN INTERNATIONAL SALE OF GOODS CONVENTION OF JANUARY 1 , 1 988, INCLUDING 
BUTNOTLIMITEDTOANYAND ALL WARRANTIES, WHETHER EXPRESS OR IMPLIED, THERBN. 

TTie enclosed software program and this manual are copyrighted. All rights are reserved. This manual 
may not be copied, photographed, reproduced, or translated or reduced to any electrical medium or 
machine- readiile form, in whole or in part, without prior written consent from SSI. The program 
accompanying this manual may be copied, by the original purchaser only, as necessary for use on the 
computer for which it was purchased. Any persons reproducing any portion of this book for any rea- 
son, in any media, shall beguilty of copyright violation and subject to the appropriate civil or criminal 
action at the discretion of the copyright. 

©1998 Strategic Simulations, Inc., a MINDSCAPE Company. All Rights Reserved. 

PANZER GENERAL is a registered trademark of Strategic Simulations, Inc. 

Microsoft, Windows and Windows NT are registered trademarks or trademarks of 
Microsoft Corporation In the United States and/or other countries. 

All other trademarks and registered trademarks are the property of their respective holders. 






